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Some superhero. He doesn’t 
even know the definition of 
fearless and courageous. 


No x-ray eyes. 

No fancy-schmancy 
belt. What’s so 
special about 


d ■ • A 










Why does this wiseguy 
get all the glory? 


A superhero 
should eat 
his protein. 
Not ride 
around on it. 


What kind of 
superhero hangs 
around with 
floozies? 
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Free-roaming 3-D gameplay. Fully interactive sound and envi¬ 
ronments. Hard-core action shooting and open exploration. Classic 
platform elements. And the occasional intergalactic wedgie. 

the “B" logos are trademarks of Sony Computer Entertainment America Inc. Developed by Sony Interactive Studios America. ©IMS Sony Computer Entertainment America Inc. www.playstation.com 
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MASS DESTRUCTION, ANYONE? 


ACTUALLY, THIS IS DESTRUCTION 


FOR THE SHOOTER CONNOISSEUR. 


TAKE A FLIGHT THROUGH A SURREAL 


METROPOLIS, DEEP CAVERNS AND 


THE COLD VACUUM OF OUTER 


* 

SPACE. BLOW STUFF UP. BLOW 


EVERYTHING UP. AND THEN PILLAGE 


THE REMAINS OF YOUR CHARBROILED 


ENEMIES. BECAUSE YOU'RE GONNA 


NEED THAT FIREPOWER (AND SOME 


CEREBRAL AGILITY) TO KEEP ALL THOSE 


MONSTROUS END BOSSES FROM 


TURNING YOU INTO SPACE GARBAGE 
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: \news:> 

More Traeger, Square axes developers, Sony sells tons of 
PSX’s, Activision buys Japanese games. Polyphony Digital set 
free, Sony divides and Hasbro acquires Atari classics. 


:\ecute:> p22 

This month, we award the fab prizes to a code from the game's 
manual. Yep. That's right. 

LAclusive:> p3D 


More exclusive shots and infos than one magazine has ever 
had in one issue. Combine that with our excellent paper and 
special West Indian blends of ink, and that makes US #1! (Not 
to mention 200% Independent!) 

:\cerpt:> p38 

A casual chat with the folks at Psygnosis about D.D.T. 

:\treme:> p40 

Planetary World Exclusive Spyro the Dragon shots and info! 
Only the most independent magazine can bring you the goods! 

:\pecting:> p4G 


7 


Welcome to our annual pre-E3 issue. It’s that time of the year again and the gaming industry 
has officially kicked into overdrive. Within the last thirty days, cur offices have been flooded 
with new games and screen-shots of many never-before-seen, or heard of, PlayStation 
games — so many so that we ran out of space about half way through and had to leave 
some out for our post-E3 coverage. The amazing thing is, it’s pretty much a sure bet that we've 
only scratched the surface. Many companies are still keeping their new titles, special announcements 
and innovative products (like the PlayStation PDA) a closely guarded secret until E3, in order 
to cash in on the extra fanfare that comes along with their unveiling the first day of the 
show. If you're wondering what tricks Sony has up its sleeve, look no further than our Cover 
Story this month. Out of all of the competing magazines that are available, we were granted the 


Dur very special "Show Before the Show" — where we show 
you what will be at the upcoming E3 Atlanta Extravaganza! 

rated:> p5G 

Really! It's not porn! 

amine:> p72 

Total strategy courtesy of America's #1 Tekken expert. Rain Ben. 
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honor of exclusively announcing what is sure to he one of their biggest new titles of the year: 
Spyro the Dragon, from Universal Interactive and insomniac Games. Flip over to Extreme ta 
get all the details. Needless to say, this game is going to be a serious must-buy come September. 
Dur exclusives don’t stop there either. In this issue alone we have the pleasure of announcing 
3D0’s return to console gaming, the goods on Accolade’s next Test Drive title (TO 5}, two 
pages of unbelievable Crash Bandicoot 3 shots and information, and first-hand accounts of 
Crystal D's killer Legacy of Kain: Soul Reaver and Konami's Metal Gear Solid, from the Tokyo 
Game Show. 

In Expecting, you will find our third annual “Show Before the Show”, where we've taken the liberty 
of giving you a company-by-company break down of what PlayStation games they will be displaying. 
Our apologies to the companies that were excluded, you will be In our follow-up next issue 
— guaranteed. We’ve also given our interview section a name, Excerpt, and will be featuring 
at least one a month from here an out. What are you waiting for? Read on and enjoy the 
issue — well see you again in thirty. 

GREG 




PSEXTREME is published monthly. Subscriptions are $21.95 a year from Dimension Publishing, Inc. 1175 Chess Drive, Suite E, Foster City, CA 94404. APPLICATION TO MAIL AT PERIODICAL RATES PENDING AT SAN MATEO, CA AND 
ADDITIONAL MAILING OFFICES. POSTMASTER; Send address changes to PS Extreme, 1175 Chess Drive, Suite E, Foster City, CA 94404. Newsstand distribution is handled through Curtis Circulation Services. For customer service, write: PSExtreme 
Customer Service Department 1175 Chess Drive, Suite E, Foster City, CA 94404. All editorial product information should be addressed to same. Unsolicited manuscripts cannot be returned or acknowledged. Entire contents copyright ©1997, Dimension 
Publishing, Inc. All rights reserved. Reproduction in whole or in part without permission is prohibited. ‘ PSExtreme 1 ' is a trade name of Dimension Publishing, Inc. Products in these pages are trade names or trademarks of their respective 
companies. Dimension Publishing, Inc. and PSExtreme Magazine are not affiliated with Sony Computer Entertainment of America or the companies or products contained herein. ^PlayStation" and "FSX’are trademarks of Sony Computer Entertainment, 
tnc. PRINTED IN THE U-S.A. muih w we omc* 

























































































































Join an epic 2-player struggle where only 
the fittest survive.Your objective? Utter 
annihilation,Your tactics? Outwit and 
outmaneuver your enemy.Then engage 
in fierce real-time 3D battles.The 
outcome? Absolute destruction. 
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Dear PSExtreme, 

Enclosed is my subscription fee and 
just a short note on my personal 
overview: I’m single, 43 years old and 
a middle-of-the-road gamer since X- 
mas ‘96. Boy did I make a mistake 
— I subscribed to “P*M”. Hey, a 
$12.00/trial year’s ‘script is 
irresistible by anyone’s standards! 
Their 1st issue was killer but over 
time (6 mos+) since then, I’ve come 
to loathe their rag. I don’t agree with 
their reviews and they seem to pander 
to the industry a bit much. Your “Year 
in Review” was a “10” dead-ringer! 
Crash 2, One and Ace Combat are 
undoubtedly the best games in their 
categories! Keep up your reviews on 
peripherals and import games. Remain 
unbiased. Yes, Racoon City is 
America’s great vacation spot! 

One recommendation: Try using actual 
PlayStation screen shots and not PC 
screen shots for previewing up-coming 
games! Pixelisation is only natural 
with the PlayStation. While PC shots 
are “candy-perfect”, they are a lie as 
to what gamers can expect in the 
finished version of a PS game. 

Other than that, you guys (gals?) are 
greatl 

Bottoms up, 
Steve 

Thanks for the kinds wordsI The VAST 
majority of the screen shots we show 
are from the PlayStation version of 
the game. We rarely use PC shots 
of games in the EXPECTING section. 
Sometimes, that’s all the publishers 
supply us with and it's better than 
nothing. If we know they aren’t shots 
of the P8X version, we’ll mention it. 

Dear PSExtreme, 

Is there a Hardcore 4x4 H coming out 
for the PlayStation? Funcoland had a 
box of the game but no game. Is there 
such a game and when will it be out? 
Is it any good? Have you guys seen 
it around? Yada yada yada. 

PS. (no pun intended) Thank you for 
replying to my previous email, you 


fellas are the best, keep up the good 
work. 

Todd Torfin 

There was going to be one... They even 
showed us the game and we didn’t 
think it was that bad, but they decided 
it was a big stinker and canned the 
project. Sorry. 

Dear PSExtreme, 

In your review of SaGa Frontier, you 
said that none of the other SaGa 
games made it to the states. They were 
actually released as the Final Fantasy 
Legend series here. At least two of 
them, maybe all three. 

FYT, to use an annoying acronym. 

Jeff 

Who’da thunk it? Thanks for the infos. 

Dear PSExtreme, 

First, I have to say I look forward 
to reading this mag every month. 
Overall, the writing is great, but I have 
to say Zach's reviews are the best. 
Ever since I read his review of Punky 
Skunk, I have looked for his byline in 
every issue. It doesn't matter if he 
reviews a game I never intend on 
buying, I just like his amusing nature. 
But, now on to my question. 

I wonder if there will ever come a day 
when there will be more NCAA games 
other than football and basketball. 
Before purchasing EA 1 s NCAA Football 
98,1 was not much of a fan of college 
sports. However, since then I find 
myself paying more attention to the 
boxscores of various college games. 
No one can argue the popularity of 
college basketball and football, but I'm 
hoping someday to see baseball and/or 
hockey. I realize the problem that a 
college baseball or hockey game would 
only cater to a small demographic 
group that would be interested in such 
a product. But, I'm one of those 
people. Baseball fans, I think would 
love the idea, considering the games 
that are out there — if you want to 


play a true full-length season — takes 
162 games to complete. College would 
take a much shorter amount of time. 
Then, there is the season ending 
tourney Hockey would be the same 
thing. I can't be the only one out there 
that would like games like these. 

By the way: Any chance a writer with 
a journalism degree and writing 
experience would have a chance at 
writing for your mag? 

Michael 
Albany, NY 

The possibility of more sports 
franchises from the NCAA are slim 
to none, and slim just left town. Two 
reasons: 1 j college baseball draws 
about as much attention as the Tom 
Yu info-mercials, and college hockey 
doesn't exist outside of the New 
England and east coast areas, and 2) 
It would be highly unlikely that a 
publisher would want to take a 
financial bath on those games... 

So, you basically nailed it when you 
said other NCAA categories would only 
cater to a small demographic. Too 
small for now. Heck, nobody even 
pays attention to NCAA Basketball 
until the Pinal Four, 

We onjy use Inexperienced high school 
dropouts for our writing, sorry. 

“Shark Lord” 

There is a person that is an extremist 
in gaming, he owns over seven 
systems. This person will send eight 
companies a "Black Envelope". If you 
are to receive one of these make sure 
not to put it off. He will send his email 
address and a photo of himself plus 
some information you would like to 
know. The envelopes will have no 
return address. Thanks for your time. 

Matt Kutza 

There better not be any chicken 
feathers in there like that one nut 
sent. 

Address aJi mail to: 

EXJl flAin 

Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
e-mail: d3@quake.net 
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Supercross '98 is a registered trademark of Acdaim Entertainment, Inc. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment. Inc. 
All other trademarks are trademarks of Acclaim Entertainment, Inc. tm ® and © 1998 Acclaim Entertainment. Inc. All rights reserved. 
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PROPERTY OF PLAYSTATION 
ATHLETIC DEPT. 
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HE PITCHER KNOWS IT. THE BATTER KNOWS IT. 

The catcher, the ump and the fans know it. But 


AT 32 MPH, IT STILL HAS THE POWER to SURPRISE 

















































SONY AND DT PRODUCTIONS 
TO VROOM-VROOM 


ACTIVISION TURNS JAPANESE 


Don Traeger, the co-founder of EA Sports 
and 15-year EA employee, formed his own 
development studio in January and quickly 
inked contracts with both Sony and his 
former employers. Now, Traeger has spilled 
the first bit of info about the game DT 
Productions is working on for Sony 
Interactive Studios: it's "a racer... based 
on a huge franchise" to ship in the second 
quarter of '99. Well, alrightythen. 

SQUARE SAYS "SEEYA" TO 
DEVELOPERS 

Square LA, one of Square's three U.S. 
divisions, recently terminated many of its 
staffers at the completion of their CG- 
rendering work on the upcoming Parasite 
Eve. (The other Stateside divisions are 
Square Honolulu, and the unnamed office 
in which Square is working on Final 
Fantasy VH for the PC, to be distributed 
by Eidos.) Square reports the layoffs 
weren't layoffs at all, but simply freelance 
workers who were given the option to stay 
or leave when Eve was finished. Other 
reports claimed that the staffers had been 
guaranteed job security. Either way, it 
should have absolutely no effect on the 
production or release schedules of Square 
products. And, hey, maybe now they have 
enough money to hire some decent group 
of translators and writers (d'ohh). 

TEN MILLION PLAYSTATIONS 
AND COUNTING 

As of April 2, Sony 
claims to have sold ten 
minion PlayStations in 
North America, and is 
trumpeting the mile¬ 
stone by holding a 
PlayStat] " PlayStation™ Ten 
Million Sweepstakes" 
in which gamers can 
win one of 100 
PlayStations or one 
thousand Dual Shock 

-—______—I Analog Pads painted a 

luscious shade of midnight blue. We've 
seen them with our very own peepers, and 
they are drop-dead gorgeous. Check out 
major mainstream magazines—TV Guide, 
Entertainment Weekly, et cetera — or the 
PlayStation website (www.playstation.com) 
for information on how to enter and win. 


Activision is the latest company to plunder 
the Japanese market in the never-ending 
search for PlayStation product, and 
recently signed a distribution deal with 
Sony Music Entertainment of Japan. (No, 
it's not unusual for Sony Japan to be 
dealing with someone other than Sony 
Computer Entertainment of America, as 
SCEA declines to release many of its 
Japanese parent's games here. Working 
Designs' Alundra, for example, was 
developed by Sony Japan, as was THQ' s 
upcoming The Granstream Saga.) The first 
Japanese import to receive the benefit of 
Activision ’ s marketing muscle is Tenchu, 
a killer action/adventure in which you 
control a ninja whose preferred method 
of attack is to sneak up behind opponents 
and slit their throats, with graphic results. 
Activision has revealed plans to revamp 
Tenchu, which isn't an entirely bad idea, 
as the game has three noticeable flaws: an 
occasionally awful camera view, occasional 
graphic glitching, and only four levels. 
However, as anyone who' s worked with a 
developer can tell you, requesting changes 
and actually getting them done — especially 
for a game that’s already been released 
and filed away as the developer moves on 
to new projects — are two very different 
things. 

POLYPHONY DIGITAL GOES 
INDEPENDENT 

Polyphony Digital, the Japanese developers 
of Motor Toon Grand Pnx and the upcoming 
Mother of All Racing Games, Gran Turismo, 
have become an independent de velopment 
studio—the fourth group to ball from SCEI 
(Sony Japan) since the PlayStation's 
launch. Polyphony plans to develop for 
other companies and other platforms, 
although SCEI claims the relationship will 
stay close. Let's hope so, because we 
already want Gran Turismo 2 bad! Real 
bad, baby! 

SONY SPLITS AT THE SEAMS 


Sony Computer Entertainment has cut 
itself in half, creating a separate entity 
called Sony Interactive Studios of America, 
which went into independent operation on 
April 1. SISA is essentially the game- 
development sector of Sony, the people 
who crank out Sony' s first-party games 
(NFL GameDay, Blasto, Spawn, et cetera). 
What will SCEA do? Concentrate on the 


hardware (including the upcoming 
PlayStation PDA-as-Tamagotchi) and go 
for an audience "beyond conventional 
videogaming and its demographics." 
Hmmm. 

HASBRO SNAPS UP ATARI 
CLASSICS 


If you had any doubts about the 
establishment of retro-gaming as a full- 
fledged category of its own, you're gonna 
have to snuff them out. Hasbro Interactive 
purchased Atari for the tidy sum of $5 
million from JTS Corporation, the company 
that merged with Atari in July 1996. 
Hasbro gets the rights to all Atari hardware 
platforms, both game consoles and 
computers, and the following games: 
Asteroids, Battlezone, Breakout, Centipede, 
Combat, Crystal Castles, Millipede, Missile 
Command, Night Driver, Pong, Ultra Pong, 
Tempest, Warlords and Yar' s Revenge. 
After the sales success of Frogger, it's 
no surprise that Hasbro sees a potential 
goldmine in the resurrection of more 
classics. Let 1 s just hope their next wave 
of retro-updates has tighter gameplay than 
their first. 

THQ LOSES WCW TO EA 
SPORTS 


THQ announced on March 10 that they 
will not renew their WCW license after the 
current agreement expires on December 
29,1998. THQ is allowed to continue selling 
WCW products until June 29, 1999. The 
WCW license has been an extremely 
lucrative one for the company, which has 
tallied 12 consecutive profitable fiscal 
quarters (a monumental feat in the 
videogame industry) largely due to the 
success of WCW vs. the World and WCW 
Nitro for the PlayStation, and WCW vs. 
NWO World Tour for the Nintendo 64. THQ' s 
stock took a heavy hit the day after the 
announcement, plunging nearly eight 
points. 

In its most recent earnings report, THQ 
stated that other publishers had been in 
negotiations with WCW; the rumor mill 
already had Electronic Arts pegged as the 
most interested party. EA has never had 
a wrestling game in its EA Sports line 
(although, of course, wrestling isn't as 
much a sport as a theatrical performance 
with steroid-filled, Speedo-clad thespians). 


MHOHM 























































Catch $10 Off At 
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The Best PlayStation Baseball Game Of The Year." 

-Game Informer 



NTSC UVC 






Good for $10 off the purchase of MLB™ 99 at Sears Funtronics Dept, regular purchase price. Valid 04/01/98 - 06/01/98 only. Offer not good 
on layaway balances, gift certificates or credit card payments. Mot redeemable for cash. Mot valid with any other coupons or offers. Limit one 
coupon per transaction, one per customer. Void where prohibited by law. Cash value 1/20C. © 1998 Sears, Roebuck and Co, 
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depicted on this product are trademarks which are the exclusive property of the respective Major League Clubs and may not be reproduced without their written consent. Major League Baseball trademarks and copy 
rights are used with permission of Major League Baseball Properties, Inc. Official Licensee - Major League Baseball Players Association, © MLBPA, Developed by Sony Interactive Studios America. © 1998 Sony 
Computer Entertainment America Inc. 







































































































































TOP 10 BEST SELLING PLAYSTATION 

RANKED ON UNIT SALES 
FEBRUARY, 1998 


TITLES 


lost month 


fast month. 


bit month 




last month 


lost month 



Resident Evil 2 

Capcom , 

average retail price 


50 


WCW Nitro 

THQ 

average retail price 


*45 



Sony 


Fantasy Tactics 


average retail price 


$ 42 


Crash Bandicoot 

Sony $->* 

average retail price Am Jm 


NASCAR 98 

EA 


average retail price 


*42 




last month 


NBA Live 98 


EA 


average 


retail 


price 


42 



last month 1 


Crash Bandicoot 2 

Sony 


overage retail price 


$ 36 



Frogger 

Hasbro 


average retail price 


*38 



fast month 


4 


Tomb Raider 2 


Eidos 


average retail price 


*50 



NFL GameDay 98 


Sony 


Overage retail price 


*36 




Source: 


NPD TRSTS Video Games Tracking Service * 9,100 outlets across the U.S. 
900 West Shore Road, Port Washington, NY ] 1050 


(516) 625-2294 


The ratings reflected above are those of Dimension Publishing and do not represent the opinions of NPD TRSTS. 


PP 



** Not in Top 10 Last Month 




















































































































STEP 1: 

CHOOSE FROM 166 CARS 



















Wanna see the other 99 cars? Play the game> 


INTRODUCTION: 166 CARS, 11 TRACKS,1 CHECKERED FLAG 






















STEP 2: GET A LICENSE 


The Gran Turismo 


Use a clock as a reminder 
of correct hand positioning 
on your controller. Your left 
hand should be at 9:00 and 
your right at 3:00. Note: 
Avoid digital clocks and 
watches for this exercise. 


GRAN TURISMO 
Competition License 


circuit is so compet¬ 
itive you can’t even 
leak a drop of oil on 
the track until you’ve 
earned your license through a grueling qualifying 
series. Be sure to practice. Trust us, you’ll need it. 


Michael Jwila 

340 Kaln Sbittt 
Venice, CJt 9Q29i 


STEP 5: TEST THE TRACKS 


STEP 4: THE PHYSICS OF CORNERING 


Underpass 


Start/Finish 


Tunnel 3 


Tunnel l 


Fig. 2: Understeer 


Fig. 3: Correct 


Fig. 1: Oversteer 


Tunnel 2 


Hope you paid attention in physics class. Because the raci ng i n GT is so real - 
istic, it’s based on the actual suspension, braking and engine systems of over 
160 cars, as well as the dynamics of the track, Don’t oversteer (fig. 1, rear wheels 
sliding out) or understeer (fig. 2, plowing with the front wheels). Find the right 
apex (fig. 3, correct turning angle) and accelerate vigorously (kick major tailpipe). 


Map the turns and braking paths before you hit 
the tarmac. Then test yourcar on all 11 tracks with¬ 
out the threat of competition around. You’re trying 
to learn the course, not how to lose. Here’s a tip: 
Take Trial Mountai n’s first two turns at full speed. 


EVERYONE 
































































STEP 6: 

RAGING FOR COLD, 
HARD CASH 

As a winning 
Gran Turismo 
driver, you’ll 
find your bank account 
growing with every race. 
But don’t treat your 
friends to lobster and 
caviar just yet; you’ll 
want to sell that Subaru 
wagon you’re driving 
and buy a new, faster car. 
Like a Dodge Viper. And 
Vipers don’t come cheap. 



STEP 7: 

+ + lfc + !l + ! ■ + §■ + + ■ k-t-il + + i-k , t'i atiiftifiiiiikiiBftliiMiHiHiiHat'iaaiiiti 

CUSTOMIZE YOUR CAR 



D, SUSPENSION 

Adjust your spring ratio, soften 
your damper or decrease your 


A. ENGINE 

Get a new engine or tune 
one to your personal specs 
with a turbo kit or gear ratio 
adjustment. Don’t be afraid 
to get your hands dirty, 










t : W\ 
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Dodge Viper GT 


B, TIRES 

improving splits may be as simple 


0. BRAKES 

Spending an inordinate amount of 
time staring at the wrong side of a pile 
of tires? Check the brakes, You don't 
have to be a crew chief to know that. 


as making a pit stop for a quick lire 


camber force. Don’t know what 


change. The time you sacrifice is often 


ail that means? Learn fast or lose. 


made up with the control you gain. 


The more you win, 

the more money you make. 


The more money you make, 
the faster you go. 


The faster you go, 
the more you win. 


Spend some of your winnings on upgrades for your car. Try new 
brakes> a stiffer suspension ora turbo kit. Then machine-test your 
car to see how it*s improved. Or not. Store ail your customizations 
on a PlayStation memory card, it's a small price fora checkered flag. 


ENGINE 

TIRES 

SUSPENSION 
MAX SPEED 
PRICE 


6Q0hp, 8.0 liter, V-tO 
F285, R335 
mvHhlink 
221 mph 

$125,000 


























AN INSIDER S GUIDE TO MASTERING GRAN TURISMO 


STEP 8: OVERTAKING 


STEP 9: LEARN THE LINGO 


Any driver worth his salt can pass 
in the straights. It takes skill to rule 
the turns. For an inside offensive 
move, take a fate apex and use 
your exit speed to pass. Or watch 
your opponent’s defensive line and 
pass when you spot a weakness. 


STEP IQ: GO HEAD-TO-HEAD 



I’m driving the big 
yellow bus that’s 
gonna take you to 
school." 

"You’re more Gran- 
Ma material than 
Gran Turismo.” 

"You spend so much 
time in my exhaust 
you must enjoy the 
aroma of my stinky 
tailpipe.” 



STEP 11: UPGRADE YOUR SYSTEM 


STEP 12: AHHH, WINNING 



All your long hours of practice will be 
rewarded when you thrash your bud¬ 
dies in GT’s two-player mode. And 


DUAL SHOCK ANALOG CONTROLLER 

The new Dual Shock Analog Controller brings 
the thuds and crunches of racing to life. 


THE SWEET TASTE OF VICTORY 

Relive your winning races, or defeats, 
again and again with GT’s replay 


with PlayStation memory cards, you 
and your friends can race cars you’ve 
customized in your own personal 
garages. The action is just as fast, 


Skid-out and it squirms in your hands. Crash 
into a pile of tires and it whips violently. And 
GT is just the first of many games that will 
take advantage of this new technology. It’ll 


mode. Be sure to enjoy your moment 
of glory while you can, because vic¬ 
tory is fleeting and, as the adage goes, 
second place is just a nice way of 


but the victory is twice as satisfying. 


change the way you feel about PlayStation. 


saying you’re the first of the losers. 


















































SPONSORED BY 


MAX BU LLET S: 

4, ®, 4, EH, 4, ®, SELECT, SELECT 
MAX PHARTS: 

■m, 4, 4, an, an, ®, 4, select 

MAX BIRD S: 

®, ©, EH, 4, SELECT, ®, ©, 4 

ALL STATUS EXCEPT 1970’S &> SWIRLS: 

■n, ®, 4, EH, ®, 4, 4, SELECT 

MAX SWIR LIES : _ 

EH, 4, ®, EH, EH, ®, 4, SELECT 
SHIELD: 

EH, ®, ®, 4, 4, ®, 4, 4 

MAX ENEMAS: 

4, ®, 4, 4, ®, SELECT, SELECT, SELECT 

MAX WILLIES: _ _ 

EH, 4, ®, ©, 09, ®, EH, SELECT 
MAX 1970’s: 

SELECT, ®, 4, 4, 4, 4, 4, ® 

LE VEL S KIP: 

©, na, na ®, 4, ®, ®, 4 

CLEAN PAUSE SCREEN: 

BS, 4, ®, EH, 4, ®, ©, 4 

SHOOT HEADS INSTEAD OF BULLETS: 

4, ®, ®, 4, 4, ®, ®, 4 

CHA NGE KLAYMEN’S C OLOR : 

BH, ®, ®, 4, SELECT, BO, 4, 4 
PSYCHO KLAYMEN: 

4, 4, ®, BH, 4, 4, ®, SELECT 
SLO-MO: 

ID, ©, 4, 4, EH, ©, 4, SELECT 
TINY KLAYMEN: 

eh, 4, ®, © na, 4, ®, © 

SUPER FAST: 

4, ®, EH, ®, EH, 4, ®, EH 

Code submitted by Jim Costa 


SEND US YOUR CODES 
AND WIN BIG PRIZES! 


Each month we’ll pick the best 
code sent in by our loyal and 
intelligent readers and send that 
person a brand spankin’ new copy 
of ASCII’s hot new Drivin’ 
Destruction game for the 
PlayStation, Felony 11-79 or, if 
fighting’s your thing, ASCII’s 
SpecializedStick (you decide). But 
waitl That’s not all: if you act now, 
we’ll also include ASCII’s super 
stylish ASCII Grip one-handed 
controller for the PlayStation, for 
your controlling pleasure, PLUS 
twelve CIS) free issues of the best, 
the first, monthly dedicated 
PlayStation magazine, PS Extreme, 
of course! Whoa! That’s a lot of 
cool stuff for just a code; what are 
you waiting for? 


ALL STANDARD CARS AND TRACKS: 
Enter the name SPOILT to open up all the 
non-secret cars and courses. 

REPLAY CAMERA VIEWS: 

Enter the name SEEALL and you can 
choose extra in-game viewpoints normally 
available only in the replay mode. 

BONUS TRACKS 
THE ROOM: 

PLAYTM 

CAVERNS: 

XCAV8 

AUTOCROSS: 

XCNTRY 

SPACERACE: 

MNBEAM 

SCORPIO-7: 

GLDFISH 
EMPIRE CITY: 

MCITYZ 
BONUS CARS: 

Enter one of these names to use the 
corresponding kick-ass vehicle. 

JAGUAR XJR-15: 

1JAGX 

MERCEDES BENZ CLK GTR: 

AMGMRC 

EL NINO SUPERCAR: 

ROCKET 


WE HAVE A WINNER! 

Congratulations and thanks go to 
this month’s winner, JVIatt Kutza. 
Matt was the first in the world to 
send us this cool code for Reboot. 
Matt, you code monger, you’re the 
man. You’ve made millions happy 
and the world is now a little bit 
better place to be. Give this baby a 
try!. We love yuh, man. Thanks 
and congrats. 


LEVEi. 

STRENGTH 

ITIAGIC 

DEXTERITY 

VITALITY 


*- WARRIOR i* 

RWGJt 
S8&RC t Rt R 
L£f3AD CHARA ; CTfcR 


Skull Monkeys 


4 SELECT 4 BACK 


INFINITE SCROLLS POTIONS AND 
ELIXIRS: (works in one or two player 
modes) Stand in an area where you can 
drop 9 items. Place item to duplicate in 
belt, Drop all 9 items, select item to 
duplicate in belt, Press © button. Press 
the ® button and items will fall, and 
you'll have your duplicate on the ground 
and original in belt. 

LOTS OF GOLD: 

Start a 2 player game, load 2 of the same 
characters, you will loose ail inventory, 
hut get gold in return, ( works best with 
expencive magic items) 

Note — Neither codes will work with 
unique items. 

Code submitted by <7a son Head 


PLAY AS ENZO: 

This must be entered at the main 
menu where it says new game, after 
entering the code highlight new game 
press 4, 4, 4, 4, 4, BIB, EH, 4, 4, 4 


CHEAT CODES: 

Enter the following cheats while game is 
puased during gameplay. 

Note — You must be on a level were the 
item you are trying to get is on. (i.e. 
Enema Is not avalble until Big, Small 
level, ect.) 


CONTEST RULES: Anyone of any age can enter. The only people not 
eligible to win are employees of Dimension Publishing or ASCII Entertainment, 
their friends, family, pets and anyone they talk to or know of. Dimension Publishing 
reserves the right to make any and all decisions regarding the contest. One winner 
per month wiii tie chosen, at Dimension Pub!ishing's discretion, based on Ihe code 
or trick supplied by the entrant, if you win but do not specify, in your code 
submission, which prize you want to receive (Felony 11-79 or an ASCII 
Specialized Stick), then we win choose for you. 









B loody Roar 



BONUS OPTIONS: 

Beat the game on level 4 or highter to 
unlock more options on the Bonus menu. 
BARGE ARENA: 

Beat ten opponents in a row in the 
Survival Mode to increase the size of the 
battle field. 

LIFE RECOVERY: 

Beat the game with Bakuryu on level 4 or 
above for regenerating life bar’s. 

MEATY ARMS: 

Beat the game with no continues on Level 
4 or above to give your characters larger* 
arms. 

NO GUAGE MODE: 

Beat the game with Yugo. 

NO WALLS: 

Beat the game with Mitsuko without 
changing into beast mode. 

PLAY AS SCHOOL GIRL ALICE: 

Beat all opponents in Time Attack Mode in 
under ten minutes to change Alice s outfit. 

SMALT, CHARACTERS: _ 

Wthle on character select screen; hold EE9 
and choose a character with the button. 

BIG HEAD CHARACTERS: _ 

While on character select screen; hold ua 
and choose a character with the ® button. 
UNLIMITED REPLAYS: 

After beating an opponent (any round), 
hit the 

© button.Every time you hit the ® 
button, you will get to see another replay. 

Code submitted by Alex Theus 


Nascar ‘98 



The first two codes unfortunataly only 
work in single race mode. 

EA SPORTS CAR: 

Go to the Kenny Wallace car hold © and 
press then ♦. 

BIACK PINNACLE CAR: 

Go to the Bobby Labonte car* hold ©and 
press ♦, then ♦. 

TURBO MODE: 

This code works in any mode. 

Go to the Game Options. Hold 0, then 
press ♦, ♦, ♦ If done properly, you will 


hear "Go Buddy! GO! G01 GO!". "Turbo 
Mode On" will also appear at the bottom. 
The speedometer will not show it, but you 
will be going 30 mph faster. 

Code submitted by Brent Keller 


WCW Nitro 



UNLOCK ALL 48 WRESTLERS: We printed 
a code to unlock 16 characters at a time, 
but there 1 s also a code to do it all at once. 


Press four times, BSI four times, 

EES four times, BS3 four times, SELECT. 
After a truly bizarre sound is played, the 
48 secret wrestlers are yours for the 
choosing. 

HIDDEN RANTS: Highlight Alex Wright or 
Eddy Guerrero on the character-select 
screen and tap ® rapidly to watch a 
secret second rant. 

YMCA DANCE: Activate the Secret Arenas 
code (press Ul, EQ, EH. EH, SELECT 
at the Options screen) and press SELECT 
until the Disco ring is selected. During a 
match, press to make both wrestlers 
do the " YMCA" dance, inspired by The 
Village People's disco classic. I hear it's 
fun to stay at the YMCA, by the way. 
They've got everything for a man to enjoy. 
You can hang out with all the hoys. Stuff 
like that. 

SPECIAL ENDING: Finish the game with 
one of the programmer wrestlers for a 
special ending and FMV sequences for 
every wrestler. 


Ogre Battle 



SPEED UP THE GAME: Enter GOTOHELL 
as your leader’s name and the armies 
move faster-both yours and the 
Zetegineans, who were previously 
drinking' decaf. 


Send all code submissions to: 

EXECUTE 

Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
or email us at: 


GAME 


H 


fil 
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Code 


Welcome to the Game Shark section. Each month we T ll list 
the newest and coolest codez right here for your cheat 7 n 
pleasure. Warning: These codes won’t work without a 
Game Shark. For the latest codez and info, get on the 
internet and check www.gameshark.com, 
ggccc.simplenet.com or www.dateLco.uk. If you find a 
code doesn’t work, you may need to upgrade your Game * 
Shark. Check your instruction manual for details. 

I (Most of these codes are “unofficial” and may or may not 
: work correctly at all. Use at your own risk*) 

JUDGE DREDD (GS vl.99) 

Infinite Health (Player 1).800DA992 03E8 

I Infinite Ammo (Player 1).800DA9A0 0303 

ATARI COLLECTION 2 (GS vl.99) 

Gauntlet 

Infinite Health (Wizard).801D7DD0 07CC 

Infinite Keys (Wizard).80193762 0001 

Infinite Potion (Wizard).80193416 0001 

Infinite Health (Elf).801D7DD4 07CC 

Infinite Keys (Elf).80193762 0100 

Infinite Potion (Elf).80193416 0100 

Infinite Health (Warrior).801D7DC8 07CC 

Infinite Keys (Warrior).80193760 0001 

Infinite Potion (Warrior).80193414 0001 

Infinite Health (Valrykie)_801D7DCC 07CC 

Infinite Keys (Valrykie).80193760 0101 

Infinite Potion (Valrykie).80193414 0101 

Millipede 

Infinite Lives.8016782A 0203 

Paperboy 

Infinite Lives.801E2388 0004 

Infinite Papers. 801E2540 000A 

Crystal Castle 

Infinite Lives.80170F8A 0003 

Marble Madness 

Infinite Time. 80133C7C 0063 

Roadbla s t ers 

Infinite Fuel.8014FA10 00DB 

Invincibility.8014F4C4 0041 

DEATHTRAP DUNGEON (GS vl.99) 

Infinite Firefly.800C6C98 FFFF 

Infinite Greater Razorspell....800C6CAC FFFF 

infinite Health Potion.800C6CC4 FFFF 

Infinite Antidote.800C6CC8 ffff 

Infinite Flamelance.800C6C80 FFFF 

Venom Sword.800C6C64 0106 

Silver Sword. 800C6C60 0106 

Black Spirit Sword.800C6C5C 0106 

Red Sword.. 800C6C58 0106 

RASCAL 

Infinite Lives. 8009AEB4 0003 

Invincibility.8011CD1E 0092 

Moon Jump ....DO09B150 0001 

800C16C4 0100 

Infinite Oxygen. ....8009B030 0EF3 

NOTE: Hold © down on the Moon Jump to rise 
higher. 




. 

























While both Crash Bandicoot 2: Crash 3 will have many branching and 

Cortex Strikes Back and the original Crash Bandicoot hidden paths — some of these paths will be inaccessible 

are still selling like hot cakes at a maple syrup convention, until the new moves/abilities are gained, thus making 

believe it or not, Naughty Dog and Universal Interactive the player revisit levels in order to beat the game perfectly, 

are diligently working away at a third Crash installment. What else is new in Crash 3? How about being able 

which is already way ahead, in terms of its production to play as Coco? That's right, on some levels, players will 

schedule, for a fourth-quarter release. While there isn't be able to take control of sis' as she rides atop out of 

a lot of information that can be gleaned from Sony, control critters in true Crash Bandicoot fashion — who 
Naughty Dog or Universal about the title, there are a says she's not a chip off the old block? If that's not enough, 

few tidbits we've been told that we are allowed to share Crash will finally be able to take a dip in the water without 

with our readers. getting the bends. Some levels will find crash swimming 

Crash 3 (working tide) is definitely the next logical evolution underwater with the game mechanics much like the 

of the series. Like the 2nd, the gameplay hasn't been jet-pack levels in part two. Of course, there's going to 

drastically changed from its predecessor, moreover, it's be a lot more of everything: more levels than the last, 

been added to and improved upon. The concept behind more secrets, new and different power-ups, more kooky 

part three has Crash and his cute-as-a-bufton sister Coco Crash animations, longer endings, Analog and Dual 

traveling through time, most likely in an effort to stop Dr. Shock support, new graphical effects, new and different 

Neo Cortex once again. Say sayonara to the snow and box types, and possibly a few new characters, 

jungle levels from the first two games as Crash and Coco We couldn't be happier that Crash 3 is a solid reality 

will find themselves in a wide variety of rather than just a hopeful prediction 


Medieval Times, to the chaotic Jurassic Age, 
to the Great Wall of China. The main-marsupial 
will also have more moves than in the last game. 
In the original, he had three basic moves - 
(jump, spin and run), in part two he had ^ 
approximately seven or eight (jump, spin, 
dash-jump, body slam, slide, crawl, grapple 
and super-jump), In part 


lation we were given, it's 


moves win also imf 
gameplay in new ways 
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It’s a known fact that, much V \ 
like oil and water, console 
and PC gamers don’t necessar- * 
ily mix. For this reason alone, 
95% of the games that are ported 
from PC to home console (and vice- 
versa) usually end up in the bargain 
bin at the local electronics store faster 
than you can say “get a clue”. The 3D0 
Company, with their first-hand knowledge 
of success and failure in both the 
hardware and software business, seem 
to have figured it out and taken a few 
of their new PC franchises and 
“transformed” them from scratch into 
brand-new PlayStation games. Uprising 
X is one such title that has gone from 
a hard-core strategy game on the PC 
to an action/strategy tank game for 
t the PSX, with the empha-sis 

more on action and less on 
resource management. 

Uprising X is set in a distant future 
where a lone world has rebelled f| 

against an oppressive imperial power. 

As a young Wraith Commander in m— 
the Uprising, you must fight this war 
from scenario to scenario in an effort 
to fight back the Imperium and stop them 
from uncovering and assembling a secret 
Super Weapon that will give them the 
power to crush you and your rebel 
comrades (does this sound a little 
famhiar to anyone else?). The genesis 
of the story aside, as a Wraith 
Commander, it’s up to you to 
set up and build a home base 
from which to launch attacks, 
and then to defeat the !W ^- 

Imperium, teleport in and '■■.w* 
command a variety of futuristic 
AI units to do battle beside 
you. These include citadels 
(huge gunnery stations that 
you can hop into and 
command), ground infantry, ® , ijjp 
tanks, AAV gunships, and bombers 
— each with their own strengths and 
weaknesses. 

/ At this point. Uprising X is 
Mj a long way off. It’s currently 
/ scheduled for a late fourth- 
quarter release and, for the most 
gMpp part, the screen-shots illustrated 
on this page are pre-rendered 


that will, y 

hopefully be 

representative of the final J *W X 
product. Listed below are 
some of the unique 
features that the developers, Cyclone Studios, 
are implementing into the game: CD Streaming 
— Uprising X will constantly stream the level 
terrain right off the CD. This will allow for huge 
free-scrolling environments that won’t have 
to load into RAM all at once; Vertex-based 
lighting — special light sourcing and arbitrary 
colored fogging will give the feeling of depth 
perception hopefully never before 
-jB l achieved; advanced Mip-Mapping — 
software texture smoothing so 
>9 objects and terrain 


don’t “blow up” into a messy mass 
of blocky pixels when viewed close 
up.; Two player simultaneous 
play — re-presented by split¬ 
screen action, both streaming 
terrain data from the CD and both free- 
roaming with no loss of frame rate 
or detail. 

With Uprising X and The 3D0 
Company’s two other games, Army 
Men 3D and ITRG, it’s nice to see 
them back in the console arena. We 
will be charting their progress with 
a watchful eye over the upcoming 
months and keep you informed, as 
well, as they develop. 

GllEG 
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of the graphics engine, th 


=> corners and oosracies, underneath 
» vehicles, or even inside cardboard 
J*C boxes in order to avoid enemies, 
searchlights and security cameras, 
vV-* if he wants to survive and progress. 

S&i This doesn't mean that he/you 
m i\ y won't be using any weapons in 


the technical achievements of the 


leave gamers collectively with their jaws 
on the floor. 

While we were only given a small 
glimpse at Metal Gear's first few levels, 


of the game. For starters, the 
storyline follows the continuity of 


Gear's got plenty of it — 
you just have to think 
befo re you react and 
apply it at the right time. 
So, how about a little 
more in-depth info about 
the game? For the most 
part, MGS is played in a 
3D overhead, top-down 
perspective, but the 


gaming system in Japan that never 
released in the States). From there 
it was ported to the Family 
Computer System (Famicom) — 
the precursor to the NES in 
America. It was then released over 
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EXCLUSIVE • 


nd will rotate around Snake we say anything more?, Remote Control Missiles — these 

the level. Whenever Snake babies are deadly and can be controlled in a first-person 

camera automatically missile-cam view: They are great for exploring the 

level/environment beforehand, and C-4 Bombs — plastic 
that can be set and detonated at will. If you're 

ace one on the back of 
ithout getting caught, great for laughs. There 
Cigarettes that actually deplete your health if 
smoke them, but do have some hidden use in the 
(which we're game. Your hands are also registered deadly weapons 
and, when you first start out in the game, they're all you've 
got. if you do manage to sneak up on a guard from behind, 
actually grab him by the throat, drag him to a 


camera is extremely intuitive c 
depending on his location in 
is standing by any corner or wall, the 
adjusts in front of you to show what's behind you. A quick 
press and hold of the triangle button will switch the camera explosives 
to a first person perspective (dubbed the Intrusive Mode) good enough, you can ac 
which will allow you to look around your surroundings an enemy wi 
360 degrees. The camera will also go into this mode are even 

whenever you crawl underneath a vehicle or enter an air- you 

duct or crawl space. The cinematic cut scenes 
told there are two-and-a-half hour's worth), are all done 
in real-time utilizing the same characters, polygon counts 
and backgrounds that are in the game. If you want to see you can 

all of the cinemas, you will actually have to play through safe location and strangle him to death, 

the game multiple times as there are many branches and The attention to detail and amazing enemy A! is evident 

different paths to take to reach the end. throughout the game. Enemies will fall asleep at their posts 

Avoiding being seen by enemies isn't an easy task. The and, once Snake gets spotted, they will remain awake, 

way you can tell if you're out of an enemy's line of sight Snake leaves footprints in the snow which enemies can 

is by the radar displayed in the top-right corner of the discover and then follow until they reach the source, 

screen, Enemies are represented by red dots and their Snake can actually wipe them out by crawling over 
field of vision is displayed by a white cone. As long as them with his stomach. You can even knock on an 

you don't wander into the area of the cone, you will go object or a wall to alert an enemy to your presence, 

unnoticed. Once you're discovered, it's up to you to run This becomes a necessary diversionary tactic when J 
and hide or take out your opponent before he can sound there's someone guarding a door you need to get Jr 
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S°ul Reaver 


I Seth Cams, lead designer of Legacy of Kain: be a trippy melting effect from one to the next, 

Soul Reaver, and Amy Hennig, the game's as the visuals change. When the game begins, 

producer/director, really know their stuff. The Raziel is trapped on the Spectral plane, and 

more we look at the new Kain game and talk must collect enough soul energy to transfer to 

with the producers, the more reason there is to the other side. It takes a good deal of energy 

become excited about it. Seems like the Legacy to move to the Material plane, and a constant 

of Kain: Soul Reaver team has a lot of great supply is necessary to keep you going once you 

ideas for the direction of the game, as well as get there. If you run out of energy or take enough 

t the smarts to have sampled parts from other damage, Raziel is instantly transported to the 

H classic titles. Recently, we had a chance to speak Spectral plane instead of "dying." This will keep 

m with Seth and he gave us the extended lowdown you from being dumped back to the title screen 

t | on Soul Reaver's current development. to suffer through the indignity of reloading your 

According to Seth, the team's overriding last game from the memory card. 

K philosophy is to make the experience of the Kain gains new abilities and powers by 

! \ game a phenomenal one, merging gameplay defeating the vampire clan leaders and other 

mechanics and controls in a non-intrusive and powerful baddies. As Raziel fights with the 

intuitive manner. "We feel that death in video creatures and defeats them, he literally wrestles 

games is very artificial. For instance, their soul out. By absorbing their lifeforce, he 

Mario will get hit a certain amount of I gains their power (swimming, climbing walls, 
times, lose a pre-determined amount * ^ * shifting between planes). In this way, you 

i^- of lives'and be ejected from the castle. I develop your character in an RPG-like 
This method doesn't make a whole lot * fashion. Seth sites classic games like 

of sense in today's games; it's a * ^ Metroid, Mega Man and Demon's 

I holdover from the early days of Crest as examples of how well this 

gaming." yt- can work in a video 

HJ To get around the sticky game. 

wicket of death, "We wanted to give Kain 

M Soul Reaver a °f abilities in the first 

J depends upon the ^ f \ game, but that meant 

.J idea of two separate / JT going to a subscreen, which 

:l planes of reality within '■ \ 

I the game. The Material ^ / j 

^ plane, where you and I | (. v. I B W 

eat, sleep, work and play video games, |\ \\ — 

is quite different from the Spectral It . iV m 1 

planes, where restless souls and p / \\ jl ^ | 

vampires reside. The Spectral plane runs V 4 V rV - f * f 

; parallel to the Material plane, which F i \ v y 

means that objects and locations may ® I- -V % 

correspond, but their appearances |« | 

will differ. The Spectral plane is a > - \ ' / * / 

nightmare version of the normal V 1 ^ * v ' * , 

world, and the transition will 4 * ” 















































intruded upon the gameplcty* In Soul Reaver, the 
new abilities become part of your nature, so Raziels 
control set will change based on his environment. 
If you hop into the water, he will begin swimming 
and the controls will adjust accordingly. Everything 
is now innate instead of chosen from a menu." 

In first game, there was a powerful magical sword 
called the Soul Reaver, which became Kain's weapon 
of choice. In one of the encounters in this game 
between Kain and Raziel, the Soul Reaver is actually 
destroyed on the Material plane, and the souls that 
Kain has trapped with the sword now begin haunting 
Raziel. After that point, if Raziel has enou gh energy, 
he can summon the swo rd to the Material pi ane. 
Soul Reaver can then be "upgraded" in certain 
areas. You can effectively "forge" the sword with 
different elements to give it different abilities. After 
you baptize the sword with a certain element, 
touching the sword to that element will allow it to 
takes on those qualities. Touch Soul Reaver to a torch 
after it has been baptized in fire, and it will become 
engulfed in flames. Any element of the world may 
trigger the sword, such as a shaft of sunlight coming 
through a window, or a pool of water. 

While the sword always exists while in the Spectral 
plane, it only appears in your hand in the Material 
;>lane when you have enough energy. "Sort of 
ike in Zelda, when you had full energy, your basic 
attack changed," explains Seth. "When your hearts 
were filled, you could swing your sword in a circle, 
taking out enemies on all sides. It takes energy 
for the Soul Reaver to exist, and you'll 
need to have energy available for 
the sword for it to continue - 

to manifest." -v ✓ ^ 
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PlaySrorion 




The lone survivor of a legendary dragon clan, a rebellious youth 
embarks on a great journey. One of discovery...and danger. 

An inner power of uncertain origin forces Ryu to become a 
warrior. Unwillingly driven by this power, the young hero is led dow 
a path to discover his history. What lies there is shrouded in mystery 
yet strangely familiar. ** 

"Now you possess the power to control his destiny...and yours. 
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' , / . play advise, heavily testing the game. They are quite 

experienced too as they worked on various titles like 
Rayman, Street Racer, Action Soccer, BarhWire before 
joining Fsygnosis.. 

Could you start by giving us a brief description of Jean-Baptiste Bolcato (28) has been working at PSYG- 

your personal background in the games industry? How NOSIS for 3 years. Started as Associate Producer on pro- 

did you get started and what games have you worked on totypes Elric, and Entropy. Junior Producer on Adidas 

in the past? Power Soccer. Producer on Adidas Power soccer 

International 97. How Producer on O.D.T. 

J-B B: Part of the team is very experienced, part of Sabine Humeau (28) was the Assistant Producer on The 

the team is not (bringing fresh blood!). The core team City of Lost Children and adidas Power Soccer and is 

is made of the original Adidas Power Soccer (PlayStation) now the Associate Producer on O.D.T. 

team. Fed up with soccer, we were given the chance to 
develop the game of our dreams: O.D.T.!! 

The lead coder, Alexis Leseigneur (29) has a huge career 
behind him: conversions of half a dozen of games for the 
Amiga, ST and 16-bit consoles. He was also the cre¬ 
ator of Disc <3? Davis Cup Tennis Megadrive (the Japan¬ 
ese version of the Sega Genesis). He joined Psygnosis 
in 1994 as the lead programmer on adidas Power Soccer 
(Playstation). With O.D.T., he's in charge of all the tech¬ 
nical sides of the project, coding the main tools, the 3D 
engine, game engine and main character gameplay 
(weapons, spells) 

Philippe Souchet (27) was also part of the original core 
team of Adidas Power Soccer at PSYGNOSIS. He is in 
charge of all puzzles Se mechanisms, special effects 
and the in-game interface. 

Claude Verstraeten (25) joined Psygnosis at the begin¬ 
ning of O.D.T. 's development. He comes from a strong 
development background (worked on Smurfs n Megadrive 
at VIRTUAL STUDIO for example). He is in charge of the 
monsters and their control by an expanded expert based 
"Artificial Stupidity System” ™. 

Jean-Chrysostome Lepercque (28) has been working 
at PSYGNOSIS for 3 years and was Lead Graphic Artist 
on adidas Power Soccer. He is one of the initiators of 
O.D.T with Alexis Leseigneur. On O.D.T., he's in charge 
of synchronizing and keeping the quality of all the graph¬ 
ic tasks of the team. Above all, he is responsible for 
the game's superb animations (Motion Capture). 

Eric Gaiand (28) joined the O.D.T. team at the beginning 
of its development. He is also very experienced as he 
used to be a senior graphic Artist at SILMARILS. (Worked 
on the Ishar trilogy, Transartica, Robinson Requiem, 

Deus.Time Warriors...) On O.D.T., he's in charge of the 
monster and hero modelling, textures, animations and 
motion capture applying. He works also on the menu 
icons and fonts. 

There are also on the team 3 level builders (Aymeric, 

Mathias &? Lionel) who are the perfect mix of top level 
graphic artists and gamers. They are all young and fresh, 
extracted straight from college. They are building all 
the levels using all the possible tricks our in house 
editing tool can providel 

Separate from the core PlayStation team, the FMV group 
is in charge of all the pre-rendered sequences of the 
game. All the members of this group have either worked 
on adidas Power Soccer or on The City of Lost Children 
at PSYGNOSIS. 

Separate also from the core team, the DESIGN Group has 


While there's no denying that some of the best 
games come from France, (Flashback, Out of this World, 
Moto Racer, Alone in the Dark, etc...) traditionally most 
console games, on average, are either developed in Japan 
and America, with England a close third. Is there a large 
talent pool of game developers available in France, and 
do you find that being “off the beaten path” an obsta¬ 
cle or an advantage? 


J-B B: We actually do not consider ourselves to be in any 
way “off the beaten path" of development. As you stat¬ 
ed in your question, some of the best game have been 
developed in France such as last year’s huge hit (at least 
in Europe) V-Rally. And let’s not forget Rayman, and FI 
Racing by Ubisoft! The pool of talented developers is def¬ 
initely as comparable to that in any other country. As 
well as the pool of core gamers — let’s not forget that 
we are gamers foremost! 

Aside from this, we are part of Psygnosis, who although 
based in the UK, has a huge development structure with 
studios all over the world — including San Francisco. As 
one company, we share all of our development knowl¬ 
edge — which is significant!! 


Could you give our readers a brief synopsis of the 
background story in O.D.T. As well as a list of some of 
the features, gameplay elements, technical achievements 
and ideas that are being implemented in this game? 



designed almost all the levels on paper, and gives game- 


HHHN 














J-B B: In the distant eity of Calli there is a terrible 
outbreak of a deadly disease that can only be cured 
by the magical powers of a sacred pearl. A crew of 
four* renegades, carefully chosen for their expertise, are 
assigned the mission of bringing the pearl quickly to this 
dying city. But before they can reach their destination, 
their aircraft is pulled down and crashes on the top of 
a mysterious tower in an area known only as The 
Forbidden Zone. One member is chosen to explore this 
tower and find the necessary items to repair the craft. 
What they encounter is unimaginable. Their mission: to 
save the people of Calli, if they can save themselves first! 
Key features: • Four compelling characters to play. • 
Unparalleled movement through the latest in motion cap¬ 
ture techniques. • RFG character management and pro¬ 
gression. * 8 huge levels (consisting of more than seven 
sectors each). Each with their own graphical ambiences 
and hidden areas. * 4 stunning weapons with 9 levels 
of upgrades each. • Over 16 combinable magic spells. 
• Upgradable weapons + wide range of incredible magic 
spells * 4 heroes to chose from + hidden characters • 
Uniquely designed enemies to challenge. • Artificial stu¬ 
pidity: taking A. I. a step further. * Vast and visually 
outstanding areas to explore. 

O.D.T. is graphically very stunning, has state of the 
art technology specifically designed for the PlayStation 
and is a mix of the best qualities of a good shoot-’em-up 
and an RPG/Adventure game. 

Technical Features: • 30 fps, huge polygonal engine with 
full 3D environment and freedom of movement. • A real¬ 
time lighting system especially PlayStation oriented. • 
Dynamic camera, with possible scenaristic angles of view 
to show any aspect of a level. * Unique Cdxa ambiance 
system allowing 12 minutes of CD quality, original, atmos¬ 
pheric sound, customized per level. • Main characters 
and enemies feature 3D envelopes made up of 400 poly¬ 
gons and a skeleton of 20 bones. Big bosses have struc¬ 
tures of up to 1000 polygons. 

O.D.T. is being touted as having a dark and vio¬ 
lent atmosphere. Violent video games are a constant 
source of controversy in the United States. How is vio¬ 
lence portrayed in the game, and are you concerned 
about it? Did you ever consider toning it down? 

J-B B: There is no denying that O.D.T. does get quite vio¬ 
lent and blood is splattered with the player having the 
option of battling his/her enemies through hand-to-hand, 
weapon or magic combat. With the weapons alone, the 
player can fry, electrocute, shoot or nuclear bomb his/her 
opponents. However, it is important to understand that 
there is a lot more to the game than just violent con¬ 
flicts. There are huge levels to explore, challenging puz¬ 
zles to solve and careful character management to achieve. 


You mention The Chaos Engine as one of the influ¬ 
ences you drew upon while creating O.D.T., but very few 
gamers in the States have heard of it. Could you briefly 
explain what it is, and how it influenced the design 
process? 

J-B B: Chaos Engine is a game from the Bitmap Brothers 
(very famous on the Atari ST & Amiga for SpeedBall 1 & 
2, Xenon 1 & 2, Gods, Chaos engine 1 &? 2 and finally 
Z). It is an isometric action game, where you control 
a character with a big gun, some grenades, and a spe¬ 
cial ability. A little bit of RPG was added to the game 
allowing you to customize your character by re-dis- 
tributing the money you picked up as power ups to 
improving your weapon or your different character fea¬ 
tures. Moreover, the look &? feel of the game was a bit 
“futur-anterieur" a la Jules Vernes, which was quite 
original and different from all the cyber-punk universes 
we see today in game. 


Light-sourcing seems to be the " trendy 1 ' visual 
in PlayStation games right now. Why do you think it's 
become such an important graphic effect? 
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J-B B: The motion capture was done in an external spe¬ 
cialized studio in Paris called Ecoutez Voir. Although 
Psygnosis now has its own internal motion capture stu¬ 
dio in the UK, we chose to work with Ecoutez Voir for 
O.D.T. for several reasons: 1) We have worked with this 
studio on several projects in the past, including Adidas 
Power Soccer, with great success — they fit our needs 
perfectly. 2) Ecoutez Voir has a very large studio area 
and is very precise in its capturing — uses currently 
8 cameras (10 in the near future). 3) It's very close 
to our own development studio - only 15 minutes from 
the office! Once we get the raw data from the capture, 
we filter and optimize all the animations by hand inter¬ 
nally! 


There is going to be stiff competition in the 3rd 
Person action/adventure category this year with Eidos’ 
latest Tomb Raider, Crystal Dynamics’ Legacy of Kain: 
Soul Reaver, Activision’s Fifth Element and Konami’s 
Metal Gear Solid. While these game are all very differ¬ 
ent, they do fit into a similar category. Why do you think 
O.D.T. will stand out amongst these titles and the other 
unknown game is that will be announced at E3? 


J-B B: Here you go... • Four compelling characters to 
choose from to play • RPG element allowing you to cus¬ 
tomize everything about your character • ability to take 
hits, control weapons, launch magic... * F^ull freedom 
of gameplay : real 3D engine, no predefined path or cam¬ 
era angles • everything is possible. • Unique magic spells 
allowing you to fight in a different way. * French touch 
• weird &? original atmosphere. 


Is the soundtrack Redbook Audio, straight off the 
CD, or PlayStation generated? Does it dynamically adjust 
to the player's situation? 


J-B B: The audio is especially enhanced on the 
PlayStation, as we are playing all the tracks as 37.8Khz 
XA ones — allowing 4 tracks of 3 minutes per level 
instead of 1. For example, a special punchy track is 
dedicated to the end of level bosses. 


One final question: Is the PlayStation your con¬ 
sole of choice for developing games? Are you pushing it 
to the limit with O.D.T.? 


J-B B: Yes. ODT is leading on the PlayStation! We have 
tried the 2700 devkit and we are already at the max of 
the machine. 100% ASM and parallelism for all the crit¬ 
ical routines, allowing us to display huge 3D areas 8e 
monsters without the game slowing down. At the same 
time we are achieving the following: main character 
(lx400polys) + 3 Big Gun monsters (3x700) + cor¬ 
rect background (1000) = 3500 polys in 2 frames with 
enlightments, gouraud shading, motion capture and spe¬ 
cial effects! 


J-B B: Because this is what really emerges 
the player into the atmosphere of the game 
and gives depth of view and relief to the 3D 
environments. In O.D.T. we feature a unique 
real-time lighting system, with full use of 
Gouraud shadowing, taking into account pos¬ 
sible shadow casting and fog effects. 

How did you achieve the motion-cap¬ 
turing for O.D.T.? Is it done in a specialized 
studio? Do you have your own studio? And 
whose motions did you capture? 
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Here's a company that's infamous for taking any so-so movie license 
or franchise and making a comparable game out of it. Along the 
way, they’ve had plenty of stinkers, but a few sparkling gems as 
well. Their charter for this year is to stay on the quality track by con¬ 
centrating on fewer titles and making sure they're up to snuff. From 
the looks of it, with their current crop of PlayStation games, they could 
be on their way. The games they will have at the show are: Batman 
& Robin: June — yes it’s almost done and it’s come a long way 
since our March cover story. Here's a game that has tons of poten¬ 
tial, let’s hope they pull it off — Jeremey McGrath Supercrnss: July 
— developed in the UK by Probe, (they are actually doing most of 
Acclaims PS code since they are now owned by the software con¬ 
glomerate) Supercross looks good but, as of yet, hasn't proved itself 
in the playability dept. WWF Warznne: July/August — WWF should 
be a major hit for Acclaim and will be pretty far along at the show. 
Play as many of your favorite WWF wrestlers in exhibition, tag-team, 
cage-match, and weapons modes. The characters are ultra-detailed 
and have all of their real-life counterparts’ signature moves. Forsaken: 
May — Forsaken should be on store shelves by the time you're read¬ 
ing this and is also reviewed in our Exrated section this issue. This 
game not only has plenty of intense shooting action but has the graph¬ 
ical muscle to back it uo. 


Accolade’s been quiet since the release of their successful Test Drive 4 last year, but 
that doesn't mean they haven’t been hard at work on a new crop of PlayStation games 
for 98. Their lineup, set to launch at E3, includes: Test Drive 5: Fall ’38 — see this 
issues Exclusive section for all of the details on their latest installment of the Test Drive 
series, but expect more courses, more licensed cars, and plenty of upgrades and 
improvements is both playability and the graphics engine. Test Drive: Off-Read 2: Fall 
'98 (no shots shown) -— Dff Road 2 will he reprogrammed from scratch using the Test 
Drive 4 engine to power the graphics. Gamers will he able to choose from eight licensed 
off-road vehicles and smash through seven unique off-road environments. Starcon: Fall 
'98 — Starcon is the fourth installment of the evergreen Star Control franchise that 
will lean more toward adrenaline-filled space combat than the strategy-laden resource 
management of the previous games. The game will feature intensely animated 30 polyg¬ 
onal starships and solar systems. Redline: August (no shots shown) — Redline puts 
you in the middle of an urban war where you battle rival gangs in both vehicles and 
on foot — think Twisted Metal mixed with Doom and you’ll get the picture. Intense mis¬ 
sion-based play and arena skirmishes round out this action game. HardBall B: July 
— celebrating the 10th anniversary of the HardBall series, HardBall G features a 
new 3D engine with unlimited camera angles and motion captured polygon players. 
Big Air Snowboarding: Fall '98 (no shots shown) — In Big Air Snowboarding, players 
will compete io several different types of snowboarding events, such as time trials, free 
style and half pipe in real locations throughout the world. 
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ASCII, a company that is always on the 
cutting Edge by releasing different and 
unique software, continues their trend 
with a plethora of interesting titles for 

! ENTERTAINMENT this year: Muter of Muitiri: HI HI 

— A PS update to the original Genesis 
game, MOM is a unique multi-player turn-based strategy game that offers hundreds 
of hours of gameplay. MDM has six different playable masters, 40 different maps, 
and the ability to summon 85 different monsters. MOM adds an in-depth strategic 
element into the battle system, due to the monster’s abilities that vary according to 
the terrain and time of day. Backstreet Billiards: Fall *98 — A une to four player 
pod simulator, which offers all variants of standard pool games (snooker, 8-ball. 
9-ball, cutthroat, etc.), in two different styles of play. Players can purchase dif¬ 
ferent cues to improve their game, unlock hidden cues by defeating opponents, learn 
trick shots, and compete in a wide range of pool halls against different oppo¬ 
nents. Rising Zan: Hie Samurai Gunman: Early *99 (shots not shown} — Bluodshed 
and havoc are the main components of Rising Zan. Described os an ultra-violent 
action game, the player controls a Samurai whe travels to the American Did West 
in order to learn how to 5 e a gunman. Players are armed with a sword and a 
gun, and roam around the 12 different stages, killing everything in sight Armored 
Cans: Project Phantom: Fall '98 — ASCII has picked up the rights to distribute From 
Software’s update to their awesome mech battle game which SCEA published last 
year. The mission-based single player game remains essentially the same, with 
the same total configurability of each mech. Project Phantom has 17 different 
missions with 49 selectable characters. 
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ASCII 


AcliVisioH 

Activision is ramping up their PlayStation lineup this year with a few 
in-house titles, as well as a couple more picked up from outside devel¬ 
opers abroad. Their E3 lineup is as follows: Vigilante 8: May — V8 should 
be a huge title for Activision this year — featuring intense vehicular 
combat with a 70s twist. The graphics are drop-dead amazing and 
the playability is right-on. Tenchu: August — an action/adventure game 
set in feudal Japan developed by SCEJ. The key is to sneak up and kill 
your enemies from behind. If done correctly, you are rewarded with sat- 
isfyingly bloody death animations. While the Japanese release has some 
glaring faults (most noticeably the terrible camera system and easy dif¬ 
ficulty level), Activision says they are going back into the code to fix these 
problems. Asteroids: Fall ’98 — Recapturing the non-stop dodging and 
firing of the original, while taking the classic game to an all-new level, 
with vivid 3D graphics, expansive playing areas, increasingly difficult 
spacE hazards, CD-quality sound and multiple modes of play. Apocalypse: 
Fall *98 (shots not shown) — Apocalypse fell on some pretty hard times 
last year after E3 and slipped into Development Hell. It should be back 
on track aftEr an outside developer reworked the game quitE a hit... well 
see. The Fifth Element: September (nc shots shown) — As we were going 
to press, Activision picked up this good-looking title from Kalisto, the 
developers behind Nightmare Creatures. Loosely following the movie 
of the same, name and taking the Nightmare Creatures engine one step 
further with expansive inside and outside environments, There should 
be plenty of shooting action and more in-depth puzzle solving. 












































































































Capcam continues development do the PlayStation this year with a slew of 
cool PS products. In addition to continuing the tradition af releasing just 
about all of their popular 2D fighting arcade conversions, they are hoping 
on to the retro-train and re-releasing some of their most cherished clas¬ 
sics on compilation discs: Pocket Fighter: June — Pocket Fighter is a head- 
tD-head fighting game featuring a cast of 12 super-deformed characters 
from Capcom's Street Fighter, Darkstalkers and Red Earth games. Playable 
characters include Ryu, Akuma, Ken, Zangief, Morrigan, Sakura, Chun Li, Dan, 
Ibuki, Tessa, Felicia and Hsien-Ko. Rival Schools: Fall '98 — Rival Schools 
was a PlayStation hardware-based title (like Star Gladiators and Street Fighter 
EX). Much like those other two games, Rival Schools is a 3D game that retains 
the Capcom 2D fighting feel. Rival Schools stars IE all-new Capcom char¬ 
acters, who are tough high school brawlers. As well as sporting flashy polyg¬ 
onal graphics and special effects, Darkstalkers 3: Fall '98 {no shots shown) 
— With 18 new playable characters to choose from (including four new 
fighters) and a new level of super attacks. DS3 will hopefully remove that 
bad taste left in your mouth after the horrible PSX conversion of the first. 
SF Collection Volume II: Fall (no shots shown) — This second volume con¬ 
tains the very first SF II, SF II Championship Edition (yes!) and SF II Turbo. 
Think you're a SF fan? Try and tell the difference between Championship Edition 
and Turbo, we dare you. Capcom Generations Vol I and II: Fall 98 — Namco. 
Williams and Atari aren't the only companies with classic arcade games that 
the publics dying to have. Capcom’s got a few gems themselves, as you 
can see from these first two discs. Volume i is the essential shooter disc, 
with 1942.1943 and 1943 Enhanced. Volume II contains Ghosts 9 Goblins, Ghouls 
B Ghosts and the SNES version of Super Ghouls G Ghosts. Now, where's the 
disc with Forgotten Worlds, Mercs, StridEr and Commando? 
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Crystal Dynamics has proven themselves 
as a serious developer with the knowl¬ 
edge and technical skills to take the PlayStation 
places it has never been before. With GEX: Enter the Gecko, they 
gave Mario a run for his money and, with their new product line¬ 
up this year, things could get even more interesting: Legacy of Kain: 
Soul Reaver: September — profiled in our Exclusive section this 
month. Soul Reaver is Crytsal’s answer to the Tomb Raider fran¬ 
chise. This game, if executed properly, could be one of 98's biggest 
hits. Akuji the Heartless: September — Akuji takes the GEX engine 
further in this 3rd person action/adventure title, in the game you 
control Akuji. a man condemned to Hell after having his heart ripped 
out by his evil brother, it's up to you to locate your ancestors and 
use their power to break the barriers between Hell and Akuji s 
homeland. The Unholy War: August — The Unholy War is Toys for 
Bob (the developers) tribute to their mega-popular strategy/action 
game Archon, which debuted in the '80s for the Apple an d CG4 
computers. In the strategy section of the game you control your 
characters by pulling up a grid and moving them into strategic 
places a la Vandal Hearts. Dnce you enter into a battle the game 
changes into a one-on-one 3D actian-fest where it's up to you to 
use your wits and skill to emerge the victor. 
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Eidos is a company that usually has a few tricks up their sleeves 
j and, from what we hear, this year isn't going to be an exception. Although 
there aren't any shots available for mast of their PlayStation products, 
they will have a few big guns (a little Eidos humor, guns, get it?) 
ready to unveil at this year's show: Ninja: August — Here's a game 
that's been shown and talked about in thE press for some time now, 
and were told it's finally nearing completion. While, at first glance, it 
might look like a Tomb Raider-style adventure, Ninja draws its roots 
from arcade games such as Ghouls and Ghosts and Shinobi. Dmikrun: 
Winter ‘98 — Not much is known about Dmikron at this point other 
than the game is played-out in huge, go-anywhere 3D environments 
similar to that of Tomb Raider’s. This Blade Runner-style action/adven¬ 
ture is set in the future and puts you in the role of a cop who has been 
1 suckEd into an alternate universe. In the game, you achieve the abil- 

( ity to posses and take over other people's bodies. Tomb Raider 3: Winter 
‘98 (no shots shown) — Again, little information is known about TR3 
, as Eidos is keeping the game a closely guarded secret until its unveil- 
| j ing at the show. What little information we've been able to garner tells 
* us that it will run in the PlayStation's high-resolution mode and is com¬ 
parable, in looks, tQ a 3Dfx game. Let's have it! 


Like ASCII Entertainment, Tecmo is not afraid tD bring out unique and different product 
tD our shores. Last year brought the distinctive Monster Rancher, Stackers and Deception 
— and 08 should be no different. Although, this year they will only showcase Dne new 
title — Deception 1 — by the looks of the game, it might be all they need: Tecmo’s Deception 
2 (working title): Fall ‘98 — Deception 2 follows the original s idea Df laying traps for 
unsuspecting enemies and then stealing their souls. Whereas the first was played Dut in 
a first-person perspective (similar tD Doom and the like). Deception 2 will be a third- 
person game with a female in the role of the lead character. While there isn't a lot of infor¬ 
mation on the bsckstory of the game, we assume it will still revolve around stealing peoples 
souls and flesh. Some of the ether new features, besides the great new 3D engine, are 
inside and outside elements (in the first, you were restricted to a mansion) and the abil¬ 
ity to ’combo" your enemies by cleverly setting up a string of traps. 


Hasbro surprised everybody with the amazing success that 
Frngger brought them. Not wanting to stop there, they recent- 
ly purchased the rights for some of Atari's most enduring clas- *J9H 

sics. In addition to bringing back the Dldies, they are focusing 
on starting a line of interactive board games and TV game 
shows: Centipede: Fall '98 — Set to take the tried-and-true 
game mechanics of the first and integrate them into a rich 3D BUiXJLijJM 
environment. Centipede could possibly top the success of Blllijli'iiillj; 
Frogger. Battleship: Fall ‘98 — not much is known about ^ m 
Battleship except that it will retain the classic “seek and destroy” gameplay brought 
to life by sparkling hi-res graphics. Game uf Lite: Fall ’98 — Hundreds of anima¬ 
tions and hours of music round out this interactive board game. Wheel of Fortune 
and Jeopardy!: Fall ‘98 — Swiping the rug out from under Gametek, Hasbro has 
won thE future publishing rights to the Wheel of Fortune and Jeopardy! These 
titles should translate well onto the PlayStation, retaining their game show flavor. 
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No doubt, Electronic Arts is one of, 

r, rr« r ri>r^xTTr> a dtc if not the biggest, software pub¬ 
lishers in the United States. Their 
sports division alone hes produced, on average, two or three of the top 
ten best-selling TRST games in any given month. Their E3 lineup is a col¬ 
lection of their latest sports sequels (including an all-polygon Madden 93) 
and a few entertainment titles that should, again, ensure their success for 
yet another year: Small Soldiers: Fall '98 — Based on the upcoming movie 
of the same name, Small Soldiers comes to life as an intense 3D action game 
with all-out warfare. In the game, you take control of the toy soldier char¬ 
acters from tfiE film as you direct attacks, set traps and deploy troops in 
order to defeat opposing farces. TOGA louring Car Championship: Summer '98 
— TDCA is a European touring car racing game which offers close con¬ 
tact with campetetive drivers, spin-outs and frequent collisions. The game 
features eight powerful touring cars, such as the Audi A4, Honda Accord and 
Volvo S4D as well as adanced car physics. L.A.P.D. 2IDD A.D. (working title): 
Fall *98 — Jump in the world's most revolutionary assault vehicle in effort 
to protect, serve and survive the futuristic streets of LA. in the 22nd Century. 
Criminal gangs have seized territory in the worlds major cities and, as a 
cop, your job is to put them out of business. Luckily, yDor vehicle can tran- 
sofrm from a powerful walker to an agile hovercraft and is also equipped 
with the latest plasma technology. Mato Racer 2: Fall ‘98 — Moto Racer 2 
takes the papular original and improves upon it with enhanced graphics, cus¬ 
tomizable tracks, multiplayer racing, and a total of 4D tracks in five exotic 
locations. The most notable feature of MR 2 will be a 3D track editor, which 
will allow players to create and edit their own tracks then presumably 
save them to memory card. Raod Rash 30: May — Road Rash 3D should 
be shipping by the time of the show but will most likely be on display any¬ 
way. While we've only seen the game running eariy-on, EA has decided to 
forgo the normal review/preview process and head straight into final pro¬ 
duction. Only time will tEll if the game is a worthy Road Rash sequel. 
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EA Sports has been publishing 
sporfs titles for over a decade, 
where the initial offering was 
a hoops one-on-one classic. 
"Or. J vs Larry Bird" — you might have heard of them. Now, EA 


SPDRT 


Sports has several popular franchises in the likes of Madden NFL 
Football, NBA Live, and the Triple Play series. Here's what's 
store for the show: Madden NFL 99: September — no more V- 
this and liquid that, says EA Sports, as the latest installment of 
the Ace Hardware guy goes polygonal In an effort to play catch¬ 
up with GameDay, Madden will also feature new juke moves and 
wrap tackles. Tiger Woods 99: Fall '98 — The ID million dollar 
licensee gets his first game, and it will feature X number (they're 
not telling) of PGA Courses and another 15 Tour players. NGAA Football 
99: August — Also going polygonal, NCAA still has the Fed-Ex bowl 
and the Rose bowl, and that bowl about chips and salsa. Hopefully, 
they will get the Dynasty Mode fixed. World Cup 99: July — We're 
not sure what’s different about this from the recently released FIFA: 
Road to the World Cup, but we assume they got there, NBA Live 99: 
Fall ‘98 (shots not shown)— Not much info on the latest Live, 
but to say that the Al needs a fixin would be an understatement. 
Thus, there's rumblings from the EA Sports campus of a new 'Read 
and React" Al. We'll let you know about that 
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_ A It's no secret that Midway has f 

a vaur 3 hit-and-miss record on t 
Liftf JflfflflMMlr PlayStation. While GEX was a si 
F in the arm, most of their other 

titles met with limited success. T 
year is shaping up with games like NFL Blitz and MK 4: BIB FREAKS: June —A one-on-t 
3D fighter with a penchant far blood and dismemberment (where have we heard tl 
before?): The hook is the ability to fly and hover for brief periods of time, giving t 
player a greater area in which to battle. NFL Blitz: Fall ‘98 (arcade shots shown) — 1 
arcade game is coming to consoles this Fall. Play as aoy of your favorite NFL teams 
an “NBA Jam-like" atmosphere where roles and regulations are thrown out the wind 
and players are rewarded for unnecessary roughness. California Speed: Fell '98 (arce 
shots shown) — This 3Dfx-based coin-op is an all-out racing game with the empha 
an speed. Race in a variety of California-themed tracks. MK4: September — MK4 is po 


ing to the PlayStation nicely and will be a very close translation tc its arcade counterpe 
We hear there are some extra goodies in the PS version not found in the arcade. 
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MGM Interactive is going to hit 1 
PlayStation hard this year with a heal 
roster of cool-looking games. While tl 
weren't a complete no-show in '97, w 
Machine Hunter, their Loaded-style, ovi 
head shooter. 98 is the year they are pit 


ning on hitting the PS market head-on. Their sampling is as follows: Tomorr 
Never Dies: Fell ‘98 — TND is being developed by Black Dps (Agile Ware 
Black Dawn, Treasures of the Deep) and begins where the film of tfiE sa 


name ends. Characterized as a white-knuckle 3D action game desigr 
with the flare and style of Bond, Tomorrow Never Dies combines multiple ga 
engines, including driving, scuba diving, first/thrid person action and s 
ing. Return Fh fl: August - fhe sequel to the critically acclaimed action/str 


egy game builds on the classic game design of the original and features 
all new 3D engine, more classcal music, additional attack vehicles, 50 rm 
sive real-time 3D-renderEd maps and advanced A! in the single player m 
sions. liny Tank: Fall '98 — - This action/shooter pits you, as an unlikely he 


against a militant group of robots bent on destroying the world. Batt 
are set in 12 highly detailed and increasingly difficult animated worlds. Warfiam 
Defcon I: June — A next-generation, real-time action/strategy game tl 


draws from MGM's classic '80s film of the same name. The game featui 
3 campaign-based missions where players can command either NORAD cc 
verntional land, air and sea forces or the futuristic weaponry of the WO 
troops including tw-iegged armored attack walkers." 


Virgin took a huge dive into obscurity last year with disappointing sales 
for the PlayStation product they did release (NHL Powerplay, Grand 
Slam), with the exception of Disney’s Hercules and Westwood’s CErC prod¬ 
ucts. While they have no PlayStation product on schedule for the first 
T . , . half of the year, they do have a few games on track for the fourth quar- 

erJte^fainme'nt * er: Full ‘98 — Originally titled S&M (Slaughter & Mutilation), 

L--TK is characterized as a gruesome bloodbath that pits II hell-bound 

freaks, mutants and crazies against each other and lets them battle it out for a chance to 
return to Earth. TK features 4-way simultaneous fighting with the multi-tap, 3D polygonal 
graphics, advanced computer Al and tons of blood and gore. Spurtscar Supreme GT (work¬ 
ing title): Fall ‘98 — - SS GT is heralded as the first PS game to allow the player to race the 
actual tracks that SportsCar (formerly IMSA) racers have competed on for over 45 years. 
The game features real production cars ranging from the BMW M3 to the Panoz GTR and each 
will handle realistically according to their exact specs. 






































































































Fox Interactive has some of the most inter¬ 
esting entertainment titles coming out for the 
PlayStation this year and, to top it off, they are 
entering into the competitive Sports arena with 
two introductory games: Golf and Soccer. Their 
lineup is as follows: Alien Resurrection: Fall 
‘98 — This is the one were waiting for. AR is 
being developed by the masters at Argonaot 
(Croc) and features a great-loo king 3D engine. 
We assume the game will follow along the lines of the movie and will fea¬ 
ture a suspenseful, alien-blasting 3D adventure. More to come. Team Lust 
RC Racing: Summer '98 — Imagine racing remote controlled cars over 
a multitude of tracks with a bunch of adventore/exploring, a la Diddy Kang 
Racing, thrown in for good measure and you've got Fox's new RC racer. 
It should be cool. N20: Nitrous Oxide: June — Combine some of retro- 
gaming's best titles (Tempest, Stun Runner) with brain-busting next 
generation graphics for an idea of the concept of N2D. The object of 
the game is to shoot bugs and collect the N20 they release which, in 
turns, propels you at break-neck speed through a variety of warping tun¬ 
nels. Fox Sports Golf ‘99: Summer ‘98 — Developed by Gremlin, FSG 
09 has six courses on which to play and gives would-be golfers the abil¬ 
ity to walk the course beforehand. Fox Sports Soccer ‘99: Summer ‘98 — 
hilled as the fastest PS game of soccer to be had, Soccer '99 will fea¬ 
ture incredibly fast gameplay, realistic Al, 128 teams, 24 different stadi¬ 
ums and the ability to customize your own team. 


Hi 



Psygnosis, always on the cutting edge of 
technology, has their share of new and 
cool-looking titles for release this year. 
While there's no mention of a new Wipeout 
or Destruction Derby, they are developing 
a sequel to their popular space shooter 
Colony Wars, as well as introducing a few 
new franchises: O.D.T: Fall ’98 — Q.D.T. 
Is a third-person actian/adventure that mixes the exploration ele¬ 
ments of Tomb Raider with the dark and gritty atmosphere and 
shooting elements of Loaded, in the game, you select from four dif¬ 
ferent heroes, and attempt to escape a mad-man’s fortress. Besides 
action, shooting and exploration, D.D.T. incorporates an RPG aspect, 
by giving the players the ability to level-up as they progress. Psybodelc 
Fall ‘98 — Psybadek could best be described as a platform game 
where the main character tools around on a futuristic hoverboard. 
The game is being produced by members of the famed Wipeout 
team and should showcase plenty of special effects and graphi¬ 
cal touches. Global Domination: Fall '98 (shots not shown) — CD is 
a strategy game that takes place on a global scale (hence the title). 
Instead of commanding troops across small sections of battlefield, 
the player is in chargE of whole continents where the object is to 
obliterate neighboring, warring countries with a mighty arsenal 
cf nuclear missiles, spy satellites, and air and ground weaponry 
then take 'em over. Colony Wars: Vengeance: Fall ’98 — The sequel 
to the amazing original, GW: Vengeance pushes the PlayStation even 
further than the first. Expect a whole new scenario, a variety of 
ships from which to choose, a new arsenal of weapons and even 
more special effects. 



















































With the recent goings-on at Sony, (their in- 
house development company, SISA, split from 
the hardware company, SCEA, and became its 
own entity) the amount of titles showcased this 
year from last has dropped quite a bit. Althoogh, 
there are always some sorprises on-hand, this 
is what SCEA will have on display: Tomba!: July 
— Although we reviewed Tomba! In last month's 
issue, its still a ways off. TfiE game features 
a pink-haired wild boy on an adventure to 
s keepsake that was stolen by a band of evil 
- Challenge the powers of darkness and untold 
magic in this extremely stylized and atmospheric journey. MedtEvil show¬ 
cases 3D graphics, an epic soundtrack, a strong balance Df swordplay, 
puzzles, exploration and dark humor, and a free-roaming 3D world cap¬ 
tured by dynamic camera angles. Bran Turismo: June — GT is reviewed 
elsewhere in this issue and has received Platinum. Quite frankly, this 
is one of the best racing games ever, with a selection of over IQD 
cars from which to race, an amazing graphics engine and a huge amount 
of depth that has to be experienced before you can appreciate it. Turbo 
Prop Racing: Fall SS — Originally titled Rapid Racer. TPR is going 
through its final tweaks and touches. Jump into the cockpit of a turbo- 
fueled watercraft and race across the unpredictable waterways of 
the world. Expect an unparalleled water simulation with realistic water 
spray and wake effects — maybe well finally get our Wave Race. Spyro 
the Dragon: Foil '98 — See this months cover feature for all Df the 
details but needless to say, this is going to be a HUGE game come 
this Christmas. Crash Bandicoot 3 (working title): Fall 98 — Crash is 
back! And this time his sister Cqcd is along for the ride. Travel through 
time in an effort to stop Cortex from his evil tricks in an all new. lush 
3D adventure. See this month’s Exclusive section for more info. 


COMPUTER 

ENTERTAINMENT 


— 


interplay, a company that has had their share of 
hits and misses on the PlayStation front, has a good, 
if not great, lineup of software coming out this year. 
Star Trek: Kilngon Academy: Winter ‘98 — KA is the 
first Star Trek game to be positioned strictly from 
the Klingon perspective, by putting the player in the 
role of a young Klingon cadet, in order to advance, 
you must learn the way of the warrior in a multi¬ 
tude of combat simulation missions, then put your skills to the test in a real-world con¬ 
flict. Heart of Darkness: June — Here's a game that we've been excited about since we 
saw it back at the first E3 in S5. After disappearing into obscurity (thanks to Virgin 
Interactive), Heart of Darkness has finally resurfaced as an Interplay title. In this action/adven¬ 
ture. gamers must climb, swing, twist, swim and shoot their way through a richly detailed 
world filled with mystical mazes, outlandish landscapes and evil enemies. Wild 9: August 
— Yet another game that has seen untold delays. After going through a major re¬ 
tooling this year, it hopefully will deliver the goods. Earthworm Jim 3D: The ever popular 
ground-grub finds himself in the wacky three-dimensional world of his subconscious, 
struggling to put his mind hack together following an unfortunate encounter with a falling 
caw. Messiah: Fall ‘98 — Messiah puts you in the role of a little cherub named Bob, com¬ 
plete with tiny wings. Bob has been summoned by God to clean up Earth. God has given 
Bob the power to possess other beings, hut that power is not exclusive. It seems Satan 
has sent an agent of his own up there with the same abilities. Get ready to battle it out, 
biblical-style, in amazing 3D. 
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The best golf game yet for the PlayStation 
—PSExtreme ,—\ 


I) lucky winner will receive a 
te golf ensemble of their 
including a full set of clubs 
g) a copy of the HOT SHOTS 
ame and a complimentary one 
ription to PSExtreme! 


owner of their very own PlayStation® game 
console, a copy of HOT SHOTS GOLF software and a 
full year of PSExtreme! 


Five (5) Second Prize winners will each receive a fancy 
goif T-Shirt, a stylin’ Hat and and a full year of PSExtreme! 


wwW'ploystcation.coiii 


PlayStation 


To enter, send a postcard (no envelopes please) with your name, age, address, gender, phone number and your answers to thefollowing questions: Do you own a PlayStation game console? If 
so, how many games do you intend to buy this year? Send the postcard to: PS Extreme Hot Shots Golf Sweepstakes, c/o Linzee International, 1306 Old County Road, Belmont, CA 94002. 


1. Ho Purchase Necessary, To enter, send a postcard {no envelopes plcasc)with your name, age, 
address, gender, phone number and your answers to thefollowing questions: Do you own a 
PlayStation game console? If so. how many games do you intend to buy this year? Send the 
postcard to: PS Extreme Hot Shots Golf Sweepstakes, c/o Linzee International, 1306 Old County 
Road, Belmont, CA 94002. Entries must be received no later than July 31,1998. Sony Computer 
Entertainment America {the Sponsor) is not responsible for lost, late, mull rated, illegible, 
incomplete or misdirected entries, 

*2. Prizes: One {1) Grand Prize winner will receive a set of golf clubs, a golf bag, a copy of Hat 
Shots Golf software and a year subscription to PSExtreme (approximate retail value of $620.00). 
One (1) First Prize winner will receive a PlayStation game console, a copy of Hot Shots Golf 
software and a year subscription to PSExtreme (approximate retail value of $220.00). Five (5) 
Second Prize winners will each receive a T-Shirt, a hat and a year subscription to PSExtreme 


(approximate retail value of $70,00), Sponsor reserves the right to substitute prize of equal value 
if prize Is unavailable. Prizes are non-transferable and no substitutions allowed, 

3. Winners: Winners will be determined by a single random drawing of ail valid entries received 
by the Sponsors, whose decisions are final. Drawing will be held on or about August 5,1998. 
Winners shall be notified by mail and/or telephone. Please allow six to eight weeks tor delivery 
Of prizes. 

4. Odds of Winning Sweepstakes: The odds of winning depends on number of valid entries 
received. 

5. Eligibility: Promotion open to residents of United States only, Return of any prize/prize 
notification as undeliverable will result in disqualification and an alternate winner will be 
selected. Winners may be required to sign an affidavit of eiigibility/release of liability/prize 
acceptance within 7 days of receipt or forfeit prize. If the winner Is a minor, then prize may be 


awarded to winner’s parent or legal guardian, By acceptance of prize, winners agree to the use 
of their name and/or likeness for purposes of advertising, trade, or promotion without further 
compensation, unless prohibited by law, Employees of the Sponsor and its parent and attiHated 
companies and their families are not eligible. Neither the Sponsor nor Its affiliates, subsidiaries, 
division or related companies are responsible for any damages, taxes, or expenses that winners 
might incur as a result of this sweepstakes or receipt of prize, 

6, Winners List: To obtain a list of winners, send a stamped, self-addressed! envelope to: PS 
Extrema Hot Shots Golf Sweepstakes Winners List, c/o Linzee International, 1306 Old County 
Road, Belmont, CA 94002. Requests for winners list must be received by August 31,1998. Please 
allow four weeks for delivery of winners list. 

7. Restrict ions: Void where prohibited or restricted by law. 


PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Hot Shots Golf is a trademark of Sony Computer Entertainment America Inc. ©1998 Sony Computer Entertainment Inc. 
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If you are a regular reader of 
videogame periodicals, you have undoubt¬ 
edly seen the semi-controversial adver¬ 
tisements in which the Forsaken logo is 
tattooed onto various portions of a bare- 
naked lady ’ s anatomy, including, but not 
limited to, her butt. This would lead us to 
assume two things. #1: Every male 
employee of Acclaim tried to come up with 
a reason to get in on the ad photo ses¬ 
sion. (I, for example, would have said 
" Bare-naked ladies bring inconceivable 
amounts of joy into my empty and mean¬ 
ingless existence. 11 Guilt: the blunt weapon 
of the desperate.) #2: Acclaim is using 
a bare-naked lady to promote Forsaken 
because the game is too feeble to sell itself. 
Fortunately, this is untrue; Forsaken is 
an excellent 3D shooter, meaning that 
Acclaim essentially threw in the T&A 
as a bonus. I never thought I'd type these 


security systems) intact. 

One year later, sixteen of the galaxy 1 s 
most notorious criminals converge on the 
condemned third rock from the Sun to 
take on the planet 1 s robotic defenses and 
loot its riches: precious metals, advanced 
technology, and the last three remain¬ 
ing copies of the Titanic soundtrack. 


PvLfinn 




PUBLISHED BY ACCLAIM 


DEVELOPED BY PROBE 



words in a hundred lifetimes, but... thank 
you, Acclaim! 

Moving on. Forsaken is pretty much 
a third-generation remake of Interplay 1 s 
venerable 3D shooter Descent, with silky- 
smooth graphics, surprisingly challeng¬ 
ing gameplay, six degrees of movement, 
and Analog Controller support. The sto¬ 
ryline wastes absolutely no time in set¬ 
ting up the action: in the grim future, 
an atomic experiment has gone ka-blooey 
— sound effect approximated due to bud¬ 
get constraints — and wiped out just about 
everyone on Earth, while mysteriously 


Among the motley crew are Beard, " a 
head-bangin' hard mother 11 ; Nubia, whose 
attitude is such that" a meaner bitch you'd 
be hard pressed to find 11 ; and L.A. Jay, 
"whose over-the-top attitude is matched 
only by the brightness of his shirt." 

Each criminal drives a hoverbike with 
five varying attributes (maximum speed, 
handling, hull strength, acceleration, and 
shield strength). In the one-player mode, 
you zip through a series of claustropho¬ 
bic levels stocked with moody lighting, 
speedy enemy ships, and a few hidden 
areas. In the two-player split-screen mode, 





leaving most of the structures (and their you hunt down and wail upon the oppo 
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nent. Every button on the control pad 
is utilized to maneuver the hoverbike, but 
the learning curve is surprisingly short; 
it 1 s a half-hour tops before you're explor¬ 
ing and blasting. 

I'm taking a wild guess that Forsaken 
uses a hopped up version of Probe's excel¬ 
lent 3D engine from Alien Trilogy, but 
in any case, it 1 s extremely smooth and 


in narrow tunnels — but it's still better 
than the slightly oversensitive digital pad. 
(Besides, once the Dual Shock model 
comes out, you'll have no excuse left not 
to grab one.) There's no Memory Card 
option, so you have to scribble down pass- 


EXRATED • Page 57 






QOS /, OOLOefiP 

you DON'T HftL'C Th£ POitfEFt T0 OPEN THIS DOOR 



looks lovely (even in the ^ 

for the music, it 1 s a tasteful ~ 

melange of various techno tracks, includ- words — always an annoyance. And, urn, 
ing one that I believe uses a sample of that's about it. 

the late Sam Kinison, God bless him, Here, then, is the dealio: The level 
screaming "OH! OHHHHH!!!" designs are nicely varied and great fun 

Forsaken is so refreshingly straight- to explore, the various weapons are great 
forward in its gameplay that there' s real- fun to watch, and the enemies are very 
ly very little to criticize. The Analog bright and pleasantly difficult to kill, even 
Controller support isn' t flawless—there' s on the lowest of the four difficulty levels. 
no calibration option, and I occasionally An excellent shooter from Acclaim' s most 
found myself getting temporarily stuck valuable development group. 
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COMPATIBILITY 


The level designs are nicely varied and great fun 
to explore, the various weapons are great fun 
to watch, and the enemies are very bright and 
pleasantly difficult to kill, even on the lowest of 
the four difficulty levels. An excellent shooter from 
Acclaim's most valuable development group. 
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Analog Controller 
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Well, color me purple and slap a happy 
face sticker on my butt, because I’ve just spent 
a gajillion hours with Sony’s latest baseball 
offering, MLB 99. As our score indicated last 
year (91%), we thought MLB 98 was a solid 
title but, when it came down to deciding the 
better of the baseball games, it was a real coin 
toss. Well, not so this year, because MLB 99 
is sooooo much better than Triple Play 99, it’s 
like trying to compare my fastball to Randy 
Johnson’s (the 6’10”, Livermore, CA. native, 
that actually played in my high school league, 
the fabulous EBAL). As of this writing, we 
haven’t received a reviewable of Interplay’s 
VR Baseball 99, so it’s currently just a two 
title race. By the way, isn’t it funny how many 
video game publishers ARE NOT making base¬ 
ball games for the PlayStation anymore? 
Acclaim, Mindscape, Virgin, and Konami have 
realized that you just can’t slap the name 
“Sports” on the end of! your logo (anybody 
at “Fox Sports” listening?) and think that peo¬ 
ple are going to go “Oohh, gotta have dat!” Of 
course, we’ve been saying it for years, but 
sometimes it takes a little while before pub¬ 
lishers see the red. Ok, enough with the edi¬ 
torializing, already, I’ve got a game to review. 

And what a game it is. MLB 99 does more 
things right than any other baseball game I’ve 
ever played — and you know, I’ve played pret¬ 
ty much every single baseball game for every 
single system ever created — that’s just the 
kind of sick, twisted sports nut that I am. MLB 
99 has got all of the features you could ever 
think of, and adds a couple of new wrinkles. 
For instance, the guys at Sony threw in a nifty 


' 0 0 
c OUT 2. - 


feature called Spring Training that lets you 
try and make it to the big leagues. Here’s how 
it works; you create a player and then assign 
him to your favorite team (in this example, 
E. Winding and the Giants). Next, you play six 
spring training games with the goal of accu¬ 
mulating 50 status points for your created 
player. Everything you can do on the field is 
weighted, so home runs are worth more than 
singles, and RBI’s and runs scored are better 
than being left stranded on base. If you do 
make it to “the show”, then you’ll have to con¬ 
tinue to play well, or else you’ll get dumped 
back to the minors and your season is over. 
The Spring Training mode is a welcome addi¬ 
tion, and kind of follows in the quasi-RPG mode 
that Sony started with Hot Shots Golf. 

You wanna talk about the good stuff? Ok, 
how about twice as many frames of anima¬ 
tion as found in TP99? Most of the stadiums 
have some sort of animation in the background, 
from fountains to swimming pools, and they 
all look “fantastico”. There are so many dif- 
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♦..what it all comes down to, really, is the ability to con¬ 
trol the action (you know, "throw the ball, hit the ball, 
catch the ball")* Fielding is a real treat, as it's easy to 
get to most grounders, it's possible to jump up and snag 
line drives, and you can get to the gaps and make great 
diving catches (three things impossible to do in TP 99)* 
MLB 99 has raised the standard of baseball games to 
a new level and, at the same time, it has brought the 
baseball segment of sports titles an par with the foot¬ 
ball and basketball titles* High praise indeed. 


Players 






out i — M. * A ' outs, double plays, hits, doubles, flares, foul 

I *353^ balls, balls off the fence, balls into the gaps, 
I T‘ everything! It’s the first time I can recall this 

' being the case (although the HR factor is 

. . i jiw*, bumped up a bit, but that’s a good thing). And, 

> lastly, MLB comes packed with virtu 1 Vin 

i - > g j Scully. Now, you know that I’m not a big fan 

of play-by-play or two guys in the booth, but 
I T Vin is The Man, and what he brings to the 

table is immeasurable — it’s just like watch- 
ing the old game of the week on NBC. 

ferent batting and pitching motions that it Now, MLB isn’t perfect, but it’s as close 
seems as if every player has been motion cap- as I’ve ever seen. Some of things that I would 
tured. The game plays fluid and fast, and like to see improved for next year are, 1) too 
moves at 30 fps, compared to TP’s SO fps. many times guys get thrown out at first or 
Fans of Sony’s Shootout 98 and GameDay 98 second from the center and right fielders, 
are familiar with the whole “Total Control” 2) give me an intentional walk button, or the 
scheme of things, and now they’ve brought it ability to throw the ball WAY out of the strike 
to the MLB series. First, there’s Total Control zone, 3) pan the camera up so that I can see 
Batting. Simply put, you hold down the L2 balls hit the Green Monster, and 4) get the 

button which brings up the __ 

strike zone cut into six locations. >r -— JT~ ==!!!SS! gSSS^^^S=== sss ^^=l 

Push the d-pad into a spot to I 


er is going to throw the ball. If I —- 

you guess correctly, you’ll be | 
locked into the zone and will be fl 

rewarded with a higher per- ;,i 
centage of getting a hit. Taking ; ,j pJBP 
it a step further, you can also 1 

then guess which PITCH is going \ 

to be thrown, thus giving you 
an even greater chance of suc¬ 
cess. Very cool, indeed. 

But, what it all comes down 
to, really, is the ability to con- 
trol the action (you know, J 
“throw the ball, hit the ball, 
catch the ball”). Fielding is a - 
real treat, as it’s easy to get to most grounders, 
it’s possible to jump up and snag line dri¬ 
ves, and you can get to the gaps and make 
great diving catches (three things impossible 
to do in TP 99). Turning double plays is done 
smoothly, and the best thing about MLB 99 
is that everything seems to be just right, I 
mean, it just feels like every game has the 
right number of pop flys, ground outs, strike 


camera to second quicker so I can see more 
of the slides and tags on close plays. Other 
than those few suggestions, the game is pret¬ 
ty darn flawless. 

MLB 99 has raised the standard of base¬ 
ball games to a new level and, at the same 
time, it has brought the baseball segment of 
sports titles on par with the football and bas¬ 
ketball titles. High praise indeed. 

Eric 


simm 

mteitrm 


Barry Bonds 

Dereh Bell 
Jeif Bagwell 
Bud Ausmis 
Moises Ainu 
Brian Johnson 
Ken Griffey Jr 
Jeff Ken) 


^LEAGUE 


H 

HZ 






































































































































“I am Spartacus.” Well, maybe not, 
but I certainly feel like the king of all 
video game media. Let’s see, in this issue 
I’ve had the distinct pleasure of review¬ 
ing Gran Tourismo (Platinum), MLB 99 
(Gold), and now VR Baseball 99 (you 
know where to look). Heck, last month 
was two more gold titles (Blasto 8e NFS 
IE) and the month before that was even 
more gold (Hot Shots Golf 8e NBA 
Shootout 98). Is this a great job or what? 
For that matter, the only real crap that 
I’ve been forced to play over the past 
six months have been March Madness 
and Courier Crisis (eesh), although some 
have argued that I was too kind to Triple 
Play 99. Anywho, on with the review at 
hand! 

If you’ll indulge me for a second, ITL 
throw a quick recap of last year’s VR 
Baseball your way; good gameplay 
mechanics, terrific pitcher/batter con¬ 
trol, homely graphics, and choppy ani¬ 
mations. Obviously, there were some 
areas to improve upon. And, lucky for 
all of us video game baseball-playing 
freaks, Interplay and the VR Sports team 
spent the off-season making VR Baseball 
99 into one heck of a game. Let’s take 
a closer look into the improvements... 

Graphically, VR Baseball is ten times 
better looking than the previous ren¬ 
dition, but still falls behind TP99 and 
MLB99. The other two games are much 
brighter and easier on the eyes. The 
polygonal players in VR are also vast- 


Pm$ yf*ff to tonffnw 


ly improved, as they are rounder and 
have smoother features than before. 
However, one of the thing's that becomes 
evident after a few games is that there 
isn’t the variety of player physiques 
that can be found in the competition. In 
the sound f/x and music department, 
VR does a real nice job of continuing to 
make the experience akin to being at 
the ballpark. There’s no play-by-play or 
color guy, but you will notice a ton of 
different cat-calls coming from the 
stands (“C’mon ump, get some glasses”, 
or “What are you, nuts?”) and field 
coaches yelling out to the players to run, 
slide, keep the ball low, and many other 
timely phrases. As much as I loved Vin 
in MLB99, VR does a good job of mak¬ 
ing me think that I’m really in the game. 
If you missed the National Anthem (sung 
by the group Deja) in last year’s VR 
because you hit the X button to bypass 
the intro (like I always did), then you 
will be absolutely amazed when you 
hear it this year. I defy anyone to tell 
me it’s not incredible! 

Now, the paragraph you’ve all been 
waiting for — gameplay! Interplay left 
well enough alone as far as the pitch¬ 
ing and hitting interfaces are concerned. 
The pitching is still done with no on 
screen overlay or curser, you simply 
press the location (d-pad) and pitch type 
(icon), then do it again for finer loca¬ 
tion and pitch speed. The batting mech¬ 
anism is timing based, so no cursers are 
req’d. Hit X for a regular swing or use 






















































EXRAT ED 


screen shots). What I thought was a 
first in MLB99 has now been replicat¬ 
ed in VR - that of the millions of dif¬ 
ferent angles that the fly balls and 
grounders take. There are one hoppers 
to third, loopers over the second base- 
man’s head, line drives into the gaps, 
ground rule doubles, shots down the line 
that curve over the line and into foul 
territory. Basically, it’s all here. And, 
just like in MLB99, after all 54 outs are 
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the circle button for power. All very easy 
to comprehend, and even easier to 
accomplish. Fielding in VR 99 is the 
bomb, and probably the single most 
enjoyable element in the game. Much 
like its MLB99 counterpart, the field¬ 
ing is silky smooth, with nary a mised 
grounder or fly ball because of poor con¬ 
trol. However, unlike MLB, VR doesn’t 
require the use of a turbo 
button, so you’re off at the 
crack of the bat and will need 
to use that dive button in 
order to make the tough 
plays. It’s also in the game- 
play department that you’ll 
notice (if you have an eye 
for this sort of thing) the sub¬ 
tle use of animations. Unlike 
TP99 or MLB99, players do 
not spin or dive or do bare 
handed scoops for the mere 
purpose of showing off the 
animation. Rather, Interplay 
utilizes their animations less 
often (and, admittedly, there 
are fewer overall animations 
to be found in VR) and, some¬ 
times, so quietly that you won’t even 
see them until you use the instant replay 
(which it didn’t have last year). Speaking 
of the IR, it’s easily the best IR sys¬ 
tem ever used in a sports game. The 
method of picking a location and the 
ease of zooming in and out make for 
some incredible replays (of which only 


made, you leave with the feeling that 
you’ve seen the right number of strike 
outs, ground outs, and fly outs. VR 
Baseball 99 is as fine-tuned a game of 
baseball as there is, and the way the 
camera follows the high fly balls is awe¬ 
inspiring — you’ve got to experience it. 

By now it’s obvious how much I love 
VR Baseball 99, but in the end it’s rank- 



two were used in the grabbing of the 


ing has to stand up to the competition. 
VR 99 is head and shoulders above 
Triple Play 99 (as is, obviously, 
MLB99), but falls a bit short of MLB, 
due mainly to the crisper graphics, addi¬ 
tional animations, and an extra point 
for Vin. However, VR Baseball 99 will 
force you to buy two baseball titles this 
year — highly recommended. 


Eric 
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PUBLISHED BY SONY — DEVELOPED BY KRONOS 




It’s funny: I can remember being told by 
an “expert” back in 1994 that fighting games 
as a genre were running out of steam and would 
disappear within two years. Well, here we are 
midway through 1998, and there’s absolutely 
no sign of fighting games losing their dominance 
in either the arcade or home console markets. 
Fighters are surely the second biggest genre of 
games available for the PlayStation, clocking in 
right below the multitude of 3D racing games 
choking the system. And yet, even with all these 
fighting games, they still can be lumped into 
three categories: Street Fighter, Mortal Kombat, 
or Tekken. Just about any fighter can be lumped 
in with one of the other of these games. Each 
new fighting game that comes along does lit¬ 
tle for the genre as a whole — the newest mem¬ 
ber of the group usually does little more than 
add a twist or two to an established title, result¬ 
ing in enthusiastic pitches along the lines of, 
“It’s like Mortal Kombat, except all the char¬ 
acters are made of clay!,” or “This game is 
Tekken with a Star Wars license!” Urrgh. It’s 
enough to make you shake your head and hang 
up your black belt. It seems that very few games 
can genuinely do something new with this estab¬ 
lished genre. I firmly believe that Cardinal Syn 
is one of those rare games that actually con¬ 
tributes new concepts to what was sadly becom¬ 
ing a rigidly defined arena. 

First thing that I’m going to ask of you is 
to forget Iron and Blood, the Dungeons and 
Dragons-based fighting game that was inflicted 
upon us in Year Two of the PlayStation’s life 
cycle. Yup, Cardinal Syn is placed squarely in 
a swords ’n’ sorcery fantasy setting, but every 


game needs a starting point or hook for its char¬ 
acters to act upon. The environments in CS are 
very nicely done; detailed, totally 3D environ¬ 
ments that are a tad on the small side when 
compared to a game like Bushido Blade, but 
make up for it by not having cheesey 2D back¬ 
drops like Dead or Alive or the Tekken series. 
The environments are small for an obvious rea¬ 
son — this is an arena combat game. As such, 
you want the fighters to have room to maneu¬ 
ver, but not to force players to chase each other 
around if one chooses to run away like a cow¬ 
ard. Camera angles are well done within these 
arenas, striking the right balance of dynamic 
motion when characters separate and a steady 
side view during combat. 

The game starts with a good number of 
characters for you to choose from and, as you 
scroll through the selections, you’ll see all the 
closed spots that contain the hidden characters. 
The initial round of playable fighters includes 
Vanguard, a knight; the thief Finkster; hot chick 
warrior Orion; Hecklar the clown; the Egyptian- 
flavored Nephra; McKrieg the barbarian; the 
big cyclops Mongoro and Plague, the dancin’ 
zombie. There are an additional ten fighters 
(you can catch a teasing glimpse of some of 
them if you let the game run in attract mode) 
that will open up as you do different things in 
the game. 

Within each arena are environmental haz¬ 
ards and magical pick-ups, which can be turned 
on or off in the Options Menu if you feel that 
they detract from the balance of the game, 
Hazards are tuned to the feel of the level you’re 
in — in the mine, there are carts that whip 
by on tracks to bash into unsuspecting players 
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in the US, The analog controls are 
cool, giving yon a very precise 
command of your on-screen per¬ 
sona. CS is very heavily focused 
on chaining together combos, 
much like Tekken or Soul Blade, 
but I found that the combos were 
much more natural than most 
games that have come before. 
Much like Soul Blade, you can use 
your weapon to interrupt the 
other player’s attack to begin your 


while in the lava caves, there are flickering 
flames that chase across the streams of molten 
rock. Pick-ups include a magical sword icon 
which makes your weapons faster and more 
powerful for a short amount of time, and potions 
to restore strength. 

The best news I can give you is that 
Cardinal Syn not only has excellent controls, 
but the game has built-in support for the pend¬ 
ing Dual Shock Analog controller. 

I guess this means that Sony is 


while chatting with Chad Okada, Cardinal Syn’s 
producer, I brought this point up. He told me 
that the AI for the computer opponent was pur¬ 
posely kept at bimbo-level IQ, Kronos (the devel¬ 
opers of the title for Sony) worked on the AI 
last, wanting to keep it simple enough for peo¬ 
ple to quickly get involved with the game and 
learn the basic moves of each character. They 
wanted single player mode to be easy, even 
on the default level, so that players could get 
used to moving around and fighting in 3D. 

Cardinal Syn is not your standard fighting 
game, which is both good and bad. There are 
some small problems with the game, but on the 
whole it provides an interesting take on a stale 
genre. There are lots of rendered computer 
graphics sequences, from the long intro, to the 
individual beginning and ending scenes for each 
of the 18 players. Personally, I liked the return 
to the traditional tiered progression through 


Chris 
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the fighters, versus the more common random 
battles that most fighters choose these days. 
By slowly working your way through an estab¬ 
lished set of combatants, it gives the player a 
greater sense of achievement while working 
towards the final boss. Cardinal Syn more than 
makes up for its lack of an arcade heritage with 
inspiring 3D analog control, inventive game- 
play and excellent graphics, 


cels the incoming attack so you 
can counter with your own moves. 

Due to the 3D nature of ~ 

Cardinal Syn, the fighting system has some 
holes which cheap players (like me, for instance) 
can shamelessly exploit. I was able to finish 
the game my first time through by continuously 


there with a succession of low whacks to the 
noggin. Each time the computer went down, I 
was able to close and get in at least three more 
cheap shots while it was laying there, stunned. 


Personally, ! liked the return to trie traditional tiered 
progression through the fighters, versus the more com¬ 
mon random battles that most fighters choose these 
days, by slowly working your way through an estab¬ 
lished set of combatants, it gives the player a greater 
sense of achievement while working towards the final 
boss* Cardinal Syn more than makes up for its lack of 
an arcade heritage with inspiring 3D analog control, 
inventive gameplay and excellent graphics* 
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PUBLISHED BY SONY — DEVELOPED BY POLYPHONY DIGITAL 


Boy, talk about a good couple of 
months! If you’re a racing fan, then 
you’ve already purchased EA’s Need for 
Speed III, and now Sony is giving you 
a reason to dig even deeper into those 
pockets (or trade in some of the games 
that we wisely told you NOT to purchase), 
because the highly anticipated Gran 
Tursimo is finally here. This game first 
gained notoriety months ago, when it 
was learned that there would be over 
100 licensed vehicles to choose from, 
and then the game got even more hype 
when we actually played the early ver¬ 
sions and witnessed the amazing detail 
in the replays. Well, now that the game 
is actually finished and reviewable, I’ll 
tell you the real reason that this game 
is so terrific — the depth. Sony has 
shown us, with games like Hot Shots Golf 
and MLB 99, that the future of sports 
gaming lies not in the graphic depic¬ 
tion or the number of polygons displayed, 
but in the amount of gameplay to be 
found. In the case of Gran Turismo (here¬ 
after know as “GT”), the experience is 
as vast as a racing game could be, with¬ 
out making it a computer simulation. 

First, the simple tag line — GT is an 
arcade racing game that lets you pur¬ 
chase cars from a multitude of manu¬ 
facturers and pits you in many different 
race categories. For instance, you can 
cruise over to the Mazda shop and check 
out a couple of dozen cars for sale (or 
the Toyota, Subaru, Chevy, Nissan, 
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Mitsubishi, Acura, Honda, Dodge, TVR, 
and Aston Martin shops). Certainly a 
hodgepodge of car makers, but keep in 
mind that GT is a Japanese game that’s 
been souped up a bit for the States, that’s 
why 1) most of the cars for sale have 
names that make no sense (although 
you’ll recognize them as the 300Z, the 
Miata, the Supra, and so on) and 2) 
Chevrolet and Dodge have been added 
last minute and have but a couple cars 
to offer. Now, buying a car and racing 
for cash is all easy enough to swallow, 
right? Of course but, in GT, the real name 
of the game is SPENDING that cash. Much 
like Namco’s wonderful Rage Racer, you 
can soup up your car with the winnings 
and really trick out your ride. However, 
where you could only upgrade your car 
(four or five times) in RR with a “ 10 
grand does everything” kind of upgrade, 
in GT you get to pick exactly which parts 
you want to buy. You can spend 20 large 
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before you can compete, and let me be 
the first to tell you that trying to get the 
A license is very difficult. But hang in 
there New York Rob, you'll get it even¬ 
tually (Rob couldn’t master the driving 
techniques in Activision’s GTR, and 
returned it — what a waste). Now, before 
some of you start to chuck those con¬ 
trollers into the wall — use the analog 
control (or Dual Shock), they work great! 


There are ten or so different tracks, 



on a Stage 2 Turbo setup, or you can get 
a new exhaust, or stabilizers, or tires, 
or just about anything! The upgrade sys¬ 
tem is cherry, and makes you want to 
keep racing so you can get the best of 
everything for your car. I, for one, must 
have spent over 200K on my 5K ‘89 RX- 
7, but let me tell you, by the time I was 
done, I went from 205 ponies to 431! 
Tikes! What’s also cool is that 
there’s a test track where you 
can take out your new-and- 
improved monster and see 
what she can do. I went from 
140 mph top speed to 189 
mph, and managed to cut the 
acceleration time by a 1/3. 

Obviously, if you’re like me, 
you could do this all day and, 
when you’ve finally maxed 
out the car, you can go buy 
something else and do it all 
over again! 

Of course, if that were the 
entire game, GT might not be 
so hot. Fortunately, we’ve 
only just begun (and why did¬ 
n’t anybody tell Karen 


with nighttime racing complete with cool 
headlight F/X, and the music is pretty 
top of the line as well (bands like 
Garbage, Ash, TMF, Manic Street 
Preachers, and Cubante). The only neg¬ 
atives I find in GT are the so-so track 
designs (they’re challenging, just not the 
prettiest we’ve seen) and the fact that 
the cars don’t show their upgrades (like 



Carpenter she was mortally skinny?). 
You see, there are more types of races 
in GT than you can shake a stick at — 
there’s a circuit for front wheel drive 
cars, rear wheel drives, 4wd’s, light 
weight cars, stock cars, totally tricked 
cars, and special circuits for holders of 
B, A, and A International driving licens¬ 
es. Yup, you’ve got to get your license 


RR does), except when you spend the 
big bucks and turn it into a race car. 
Other than that, Gran Turismo is THE 
driving experience for the PlayStation 
in ‘98 (although we’d have five more 
months to go!). What are you standing 
around for? Go get a copy of GT and 
watch a couple months of your life van¬ 
ish. 

Eric 


License Test 


Coping with multiple corners 3 

Take the multiple corners which come after 
the acceleration sections. Be careful at the 
first tight turn to the right,, as the car will 
veer {tjj3Kdeft ard slow down, making it 


unstable, it is also important to keep a good 
racing line* ' _ ( 

The test car is a Toyota 
The time limit is one minute. 
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The only negatives l have about GT are the so-so track 
designs (they're challenging, just not the prettiest we've 
seen) and the fact that the cars don't show their 
upgrades (like RR does), except when you spend the 
big bucks and turn it into a race car* Other than that, 
Gran Turismo is THE driving experience for the 
PlayStation in '98 (although we'd have five more 
months to gal). What are you standing around for? 
Go get a copy of GT and watch a couple months of 
your fife vanish* 
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(To the tune of “Barney’s Theme”) — l ^~ 

— I love you, you love me — let’s go play I 

an RPG! Wow.. . talk about your misplaced j 

demographics, I can’t figure this game out r I 

at all. It’s part baby RPG (very linear), 1 

part shooter, and completely dull and life- ^ P I 

less. What is this stellar creation? Why, ^jjl 

“Mega Man Legends”, of course. t w < 

Where to begin... I think that Capcom’s ▲ A ^ I j 

development team in Japan (where the w 

Mega Man series goes under the banner jJlS**? 

of “Rock Man” and is far more commer- I •*' ' ^ _ t I 

cially successful) started with the basic ^ 

idea of bringing Mega Man to life in 3D. generation, with weak textures, flat light- 
Somewhere along the way, however, the &nd CD loading that takes place every 
game morphed into something resembling time you move through a door or gate. The 
“My First RPG” — and it all went horri- color palette used in the game’s back- 
bly wrong. By Sony’s own numbers, the grounds looks lifeless as a result of all 
average PlayStation owner is still in his of the pastel shades used in the cities, caves 
20’s and this game doesn’t have the juice and countryside that define Mega Man’s 
to keep an 8 year old challenged and inter- virtual world. Objects are drawn with lit- 
ested, let alone a Gen X’er. The plot is veiy tie detail, the development team having 
linear, involving a number of back-and- opted for more of a cartoon quality, and 
forth tasks that Mega Man (he sounds like the character animation is stiff and lim- 
he’s in third grade, I wonder why they ited. 

don’t call him “Mega Boy”, or maybe The story, in classic RPG tradition, is 
“Colossal Kid”?) must accomplish in order moved along by dialogue boxes that pop- 
to move the stray and game along. Between up anytime you engage someone in con- 
banal conversations with locals, enemies versation. There is also the occasional 
and your sidekicks, the Professor and this real-time cut scene as well. The dialogue 
little blonde chick (I’m too catatonic from is extremely simple and, thanks to the 
the effects of playing this game to remem- obnoxious voice-overs that accompany a 
ber her name), you get to do a little mech good deal of the dialogue between Mega 
shooting — the bane of Mega Man’s his- Man and his partners and enemies, very 
torical existence. irritating (although you can hit the tri- 


You found 
560 zenny! 





Graphically, the game is seriously first angle button to skip through it) 





















































































EX RATED 


year old son, Spencer, who is a HUGE Mega 
Man fan and an accomplished game play¬ 
er — he went into uncontrollable fits of 
laughter at the characters, voice and ani¬ 
mation, and then gave up in frustration 
when trying to beat the first large mech 
that you encounter in the game. 

As for his dad, well... I did my best to 
plod through Mega Man Legends but it 
was just not worth the effort. The story 
was ridiculous, the animation was child¬ 





But all of this is simply a warm up 
for the game’s fatal flaw — the complete 
lack of appeal to any known age group 
that currently plays on PlayStation. The 
game is way too slow, and the shooting 
is way too difficult, for the younger play¬ 
er. The story is offensive to a teenage and 
young adult male. Women will find absolute¬ 
ly nothing here of interest and the adult 
male gamer will simply 
chuckle and assume that his 
kids might get a kick out of 
the game. And RPG fans, pos¬ 
sibly the most dedicated and 
patient denomination of the 
gaming faithful, will be 
appalled by Mega Man 
Legends and immediately 
write it off as a waste of time. 

And, on top of the fact 
that there is no potential cus¬ 
tomer for this game in North 
America, it’s difficulty level 
is tuned on the tough side. 

Most younger players will be 
lucky to survive their first 
encounter with a mech boss 
— and it will take the best of 


like and I found myself struggling to stay 
focused after a half-hour of gameplay. 
There are so many quality games avail¬ 
able for all age groups on the PlayStation. 
You’re supposed to put away Tomb Raider 
2 and Resident Evil 2 to play this? The 8- 
14’s are supposed to give up Crash 2 and 
GEX: Enter the Gecko? Ain’t gonna hap¬ 
pen in this lifetime, or (with all due respect 
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the junior elite a number of tries before 
they succeed (go to the Junk Shop in the 
mall to power-up — assuming you have 
enough Zennie — it is your only hope for 
survival). I find it difficult to believe that 
many kids will last past the first 20 min¬ 
utes of Mega Man Legends. 

To prove this point to myself, I con¬ 
ducted a focus group of one with my eight 


to Shirley McClaine) any other. 

So, what have we got? Well, I’ve still 
got my money in my pocket and Mega Man 
Legends is still sitting on the store shelf. 
If you are a massive Mega Man fan, then 
give it a rent (it will probably be down 
below $20 in a couple of months), but 
all others should look to spend their gam¬ 
ing dollar somewhere else. 

Dave 
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So, what hove we got? Well, I've still got my money 
in my pocket and Mega Man Legends is still sit¬ 
ting on the store shelf. If you are a massive Mega 
Man fan, then give it a rent {it will probably be 
down below $20 in a couple of months), but all 
others should look to spend their gaming dollar 
somewhere else* 































































































































PUBLISHED BY EA — DEVELOPED BY EA UK/GAMES WORKSHOP 


Con.tt.nue 


Back in '96, Mindscape released 
Warhammer: Shadow of the Horned Rat, 
a real-time strategy title based on a 
semi-popular British pencil-and-paper 
wargame. While SOTHR (whew) didn't 
break any sales records, it inspired a 
cult-like following, as evidenced by the 
more-than-occasional email sent to 
PSExtreme Online in which the author 
berates us for not reviewing it. Well, we're 
certainly not in the mood for further 
berating, hence this review of the sequel. 

Dark Omen places your pedicured 
wussy-boy feet into the non-air-cushioned 
combat boots of Morgan Bernhardt, com¬ 
mander-in-chief of the Grudgebringer 
Army (which wisely changed its name 
from the Bring In Da Grudge, Bring In 
Da Punk Army). You've been summoned 
by the emperor to take on the monstrous 
troops of the Dread King — giant spi- 
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will declare "Talk to the hand, 'cause 
the face don't understand!" 

But I digress. The Grudgebringer 
Army starts out with four unit types: 
cavalry, infantry, crossbows and cannons. 
The steed-riding cavalry is the backbone 
of your force, able to move quickly across 
the battlefield and trample opponents. 



Bright Wizard. 
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ders, zombies, goblins, and various other The infantry, a.k.a. Men Without Horses 
critters who wouldn't mind nibbling on (Or Hats), are also ideal for close-range 
your internal organs while sipping a nice combat, and led by Morgan's right-hand 
chianti. During the course of the game, man, Gunther Schepke. The crossbows 
you bump into other folks who aren’t (archers, really, but I'm using the game 
too keen on the Dread King's scene, and terminology) shower sharp sticks upon 
join up with your initially humble forces enemies from a surprisingly long range, 
to forge an booty-kickin' alliance. Slight The cannons deliver unbeatable firepower 
catch, though: your performance in var- at both long and short; a good cross- 
ious battles affects the attitude of your bow/cannon crossfire can take out armies 
fair-weather friends. If you're on a blood- with speed and authority Some of the 
spilling roll, every Tom, Dick, and other units joining you as the adventure 
Ignatious Deathbringer wants to jump progresses are wizards, whose magical 
on the bandwagon; if you 1 re stacking up spells are great against soldiers and struc- 
casualties like cordwood, potential recruits tures; Grail Knights, the most powerful 
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The graphics are a mixed bag of 
chips. The battlefields are very nice, very 
smoothly-scrolling 3D constructions, and 
the controls allow you to zoom in and 
out and rotate the terrain at your whim. 
The battles themselves are awful. When 
two groups collide, they mesh into an 
indistinguishable pile of pixels, until one 
side is dead or runs away. With conflicts 
being such an important part of the 
game, they should've been much more 



ness gracious, will you dig Dark Omen. I liked 
if- simply for the depth of gameplay but, if the 
combat had been remotely interesting to watch, 
I wouldVe REALLY liked it, I write with a shoul¬ 
der-shrug. 


Mouse 

Compatible 




visually rewarding. More graphical goofi¬ 
ness: during the battles, your soldiers 
pop up in a small window to announce 
what 1 s happening — " Enemy sighted!", 
"We're under attack!", et cetera. I still 
haven't decided whether this is a cool 
or disturbing effect. (It 1 s also used in the 
plot-thickening cut-scenes between each 
level.) The music is strictly average 


fights in the game; and Dwarf Warriors, 
little dudes who attack en masse. Maybe 
it's not the insane variety of units in 
other real-time strategy games — 
Command &? Conquer springs to mind — 
but it' s enough to keep you interested. 

At the start of each conflict, which 
range in scope from search-and-destroy 
to escort-and-defend, you place your units 
within a deployment zone. 

Certain units (such as the |M|Hjj| 
cannons) can't be moved II" 
once the battle begins, so || 
choose wisely. During the II 
conflict, you control the II 
actions of each battalion, not 
individual soldiers, so using 
formation tactics and taking : ■ 

advantage of the terrain are ih. 

vital to your survival. You H ’ > ' V 
also have to tell your units ■ 
when to charge (which gives || 
them first strike and an 
extra offensive boost) ■ 
and inject flagging troops || 
with temporary hursts of 
strength. At the end of the Lmw 
conflict, presuming you still 
have soldiers with all their limbs 
attached, you receive gold with which to 
hire new guys and buy goodies, includ¬ 
ing armor and magical items. The armies 
you encounter only get larger and more 
dangerous, so minimizing your casual¬ 
ties and watching your soldiers improve 
their slaughtering skills is the best strat¬ 
egy of all. 


|f , ><? *T *i 


medieval grog, and the sound effects are 
limited and repetitive. 

If you liked Shadow of the Horned 
Rat, my goodness gracious, will you dig 
Dark Omen. I liked it simply for the depth 
of gameplay but, if the combat had been 
remotely interesting to watch, I would' ve 
REALLY liked it, I write with a shoulder- 
shrug. 

Zach 
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PUBLISHED AND DEVELOPED BY ACTIVISION 


Coincidentally, I had just happened to 
watch Raiders of the Lost Ark for the first 
time in a long while right before Greg hand¬ 
ed me the Pitfall 3D disc. With Indy’s adven¬ 
tures fresh in my mind, I was more than 
looking forward to getting into Activision’s 
3D overhaul of their original Atari 2600 block¬ 
buster. After a few tedious hours with Pitfall 
3D, however, I ended up shutting off my 
PlayStation to go watch Temple of Doom 
instead. 

Pitfall 3D starts out with a brief FMV, 
with Bruce Campbell (Ash from the brilliantly 
hilarious Evil Dead movies) as the voice of 
Pitfall Harry providing a voiceover for the 
events that set the stage for the game. While 
exploring the wilds of South America, Harry 
comes across a glowing blue gem inside the 
heart of gigantic tree. Upon picking up the 
gem, a rift in the old space/time continu¬ 
um pops open and a hot babe saunters out. 
She tells Ash, I mean Harry, about an evil 
creature called the Scourge, who has used 
the evil power inherent in the red gems to 
become quite a nasty Final Boss-type char¬ 
acter. Naturally, Harry volunteers to save the 
day and jumps into the rift. No, not the most 
inspired premise for a game, and it seems 
that the writers realized that. Campbell’s dia¬ 
log, delivered in his trademark nasal blus¬ 
ter, is a parody of traditional video game 
backstories, but that’s as far as the design¬ 
ers took the idea. The game that follows quick¬ 
ly makes a detour into snoozeville, with 
Campbell’s occasional one-liners the only 
prompt that snaps you out of your bore¬ 


dom as you slog through the levels. 

The levels in Pitfall 3D are a conglom¬ 
eration of narrow pathways and moving ele¬ 
vators, with the requisite environmental 
hazards (fire, quicksand pits, rolling logs) 
and fierce beasties. The hazards are just as 
dumb and simple as they were back in the 
Atari days: logs roll back and forth, vines 
swing across chasms, pits open and close 
with clockwork regularity, Jumps are more 
challenging in this iteration of Pitfall, espe¬ 
cially when you get up into the higher lev¬ 
els where you need to fling Harry from one 
set of floating rings to the next. There are 
also glowing blue puddles of goop that inex¬ 
plicably cancel gravity when Harry jumps 
over them. Instead of landing on the other 
side, he slowly floats through the air. These 
pools of goo are placed in some rather incon¬ 
venient spots, pitching you off the sides of 
the platforms if you aren’t careful. 

The creatures you encounter are simply 
rendered and altogether dumb. Inhabitants 
of the Pitfall world are usually a random col¬ 
lection of triangles, more like poorly drawn 
geometric approximations of animals than 
a game sprite. The most common inhabitant 
of Pitfall 3D is the ever-present Darter, a 
pointy polygonal object that flits through the 
air like a mosquito, dive-bombing poor Harry 
with ferocious tenacity. Luckily, you can usu¬ 
ally dispatch these flying irritants with a 
random swipe of your pickaxe (can you say 
overkill?). Like any good platform game, there 
are pick-ups for you to collect as you run 
around the level. Instead of coins, rings or 
flowers, Harry has to grab, er, rotating shiny 



















































things. The, uh, shiny things give you points 
at the end of the level and also allow you 
to re-charge your health in the big, shim¬ 
mering, um, glowing cylinders. I don’t get 
what all this has to do with jungle adven¬ 
turing either. 

Harry has the traditional suite of plat¬ 
form moves — jumping, attacking, crouch¬ 
ing, swinging on vines — but moves at an 
agonizingly syrupy speed, plod¬ 
ding along like his shoes were a—**■ 
made of lead, I 

When you get too close to I ( — 
a ledge, Harry will exclaim, I l‘ ■■ ■■■ | 
“Woah!”, pinwheel his arms and I 
step hack. What’s the point? If * 
you’re going to have ledges and 
cliffs throughout the game, why j 
save the player from their own 
mistakes? Lord knows I’m hard- 
ly one to complain about being * raWM 
kept from killing myself, but it . 
seems like an odd choice to . ™ 

make. The controls also struck 
me as truly bizarre. The 3D |/«a» 
nature of the game is practi- r I 
cally screaming for analog sup* 
port, but oddly enough, no go. - 
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tional platform game, which makes it near¬ 
ly impossible to see pick-ups or enemies 
placed behind an outcropping of rock or a 
large crystal. This view is extremely tight, 
making it hard to detect enemies (especial¬ 
ly the sneaky hovering types) lurking just 
out of your field of vision. The camera will 
change randomly, sometimes pulling back 
for a wider view of the action, or switching 
to an overhead view when jumping from plat¬ 
form to moving platform. 

Activision did some things right with 
Pitfall 3D; there are no obvious glaring mis¬ 
takes. This game is just stupid. No, not stu¬ 
pid, that’s not really a fair assessment. Boring 
is much closer. Pitfall 3D is not a game that 
totally sucks — it doesn’t tick me off in that 
special way that a truly horrible game does, 
it just leaves me... empty, I guess. I have 
no feelings about Pitfall 3D one way or anoth- 






I wasn’t expecting my Dual Shock to begin 
rumbling, but at least the analog sticks could 
have been activated. Isn’t that part of design¬ 
ing a PlayStation game these days? 

The real killer is the camera. Camera 
angles are scripted in the level, not cus¬ 
tomizable or selectable, and move in unpre¬ 
dictable ways. Most of the time, you’re looking 
at Harry almost straight on, as in a tradi- 


er. The gameplay is as monotonous and unin¬ 
spired as the original Pitfall would be today 
(the original Pitfall, if you were wonder¬ 
ing, is in the game — type in CRANESBABY 
at the password screen). Where are the jun¬ 
gles? Where are the adventures? Pitfall was 
the closest you could come to replicating 
Indiana Jones on the S600, and that spirit 
is sorely missed in Pitfall 3D. 

Chris 
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The gameplay is as monotonous and uninspired 
as the original Pitfall would be today (the original 
Pitfall, if you were wondering, is in the game — 
type in CRANESBABY at the password screen)* 
Where are the jungles? Where are the adventures? 
Pitfall was the closest you could come to repli¬ 
cating Indiana Jones on the 2600, and that spirit 
is sorely missed in Pitfall 3D* 
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editor's Note: Ben Cureton 
The Official Strategy Guide 


is the author of Dimension Publishing's Tekken 5 
(he likes to be called "Rain Man") 




All the following moves assume that your character is facing to the right. If your 
facing to the left, reverse the 4 and 4 directions (4 and t obviously stay the same 
regardless of which direction you are facing,) 

4 Solid Color) — quickly press button 
C- Outlined) — hold button 
+ — all buttons / directions together 
- — "immediately follow by" 

INTRO: 

The Tekken series has been around long enough to make its mark as one of the 
premiere fighting games around. We at Dimension Publishing decided to provide 
you, the player, with a quick reference to the different Tekken 3 nuances and _ 
some great gameplay strategies for the road. Keep this mini-guide handy, as it 
shouia explain the basics, and more com plex gameplay elements, and give you a 
general idea of how each character can succeed in battle. 

SYSTEM TRAINING: 

The first things you need to know in order to succeed in Tekken 3 are the different 
gameplay basics and how to utilize them. In this first section we will explore all 
tne different elements and their uses. By knowing the Tekken 3 fundamentals 
first, you will have a much easier time understanding this mini-strategy guide. 

(BASIC MOVEMENT) WALKING/DASHING/RUNNING 

There are a few basic ways to move around in Tekken 3. The first is walking. 
Walking is performed by either holding forward or backward on the controller. 
Walking doesn't cover much distance fast, but it is very useful when attempting to 


attack strings. Since a moving target is harder to hit than a sta¬ 
tionary object, many times you can lure your opponent into 
throwing out a power strike which whiffs right by, leaving you 
with a great damage opportunity. Keep in mind that some charac¬ 
ters have character-specific sidestep attacks which can only be per 
formed during a sidestep. It's important to know which attacks, 4 


if any, are available to your character during the sidestep to i^^it 
broaden your attack options. Also, about halfway through the ' * ' 
sidestep animation, any character except Gon can interrupt with an attack. This is 
very useful for catching opponents off-guard. 

Sways are character specific maneuvers which quickly moves your character 
backwards. Of all the characters in Tekken 3, only Paul, Nina, and Bryan have 
Sways. A sway is performed by rolling the controller from down to down/back to 
back (Quarter Circle Back or 4,4,4). Sways are useful for quickly evading short- 
range high attacks such as punches or throw attempts, and are great tools for in¬ 
close fighting. A a special bonus, Nina’s sway auto blocks low for her, so during a 
sway she can only be struck mid. 

Hops and Jumps are two very underrated maneuvers within Tekken 3. Both can 
be used to avoid low attacks, and even some mid attacks, leaving your character 
with a great damage opportunity. The first, hops, are performed by quickly tap¬ 
ping up/forward or up/back on the controller. The reason that hops cannot be 
performed straight up is because it is the same motion as a sidestep, hence, tap¬ 
ping up will result in a sidestep instead of a hop. Hops are great maneuvers for 
jumping over an opponent's low rising attack attempts, as well as obviously low 
power hits. 

The second leaping maneuver, jumps, are performed by pressing and holding 
up/forward or up or up.back on the controller. Jumps are also useful for avoiding 
rising low attacks and low power strikes, but they also hove another great use. 
Since the jump covers a greater distance than a hop, and travels higher, you con 
use the jump to leap over downed opponents and leave yourself in an advanta¬ 
geous position as they whiff their rising attack. Immediately after landing from a 
nop or jump, your character will recover crouching, which means you will be able 


Walking doesn't cover much distance fast, but it is very useful when attempting to 
advance towards your opponent cautiously. Likewise, it is also a safe way to get 
back up without leaving yourself open. Another use for walking is to cover a pre¬ 
cise distance while getting in position for a follow-up hit, such as in a combo. 
Walking can also be performed white crouching. By holding down/forward (4) 
your character will perform a crouch walk. Keep in mind that this feature is not 
available to Dr. Boslconovitch or Gon. 

The second, and more common form of movement in Tekken 3, is dashing. 
Dashing is performed by quickly tapping forward or backward on the controller 
twice. Dashing is used to cover about four and a half walking steps in one 
motion, so it's best suited for a quick advancing or retreating maneuver. Using a 
dash after your opponent whiffs a move or even between tneir attack strings can 
be very beneficial when used correctly. Keep in mind that during a back dash, 
once initiated, you will be unable to block for about one secondT Players often 
wonder why they get hit after dashing back, when they appear to Ik guarding 
correctly. Usually, the back dash is the cause. 

Running is the third basic form of movement within Tekken 3. Unlike walking or 
dashing, running can only be performed in a forward direction. A run is initiated 
with a dash, ana begins after your character has covered about six walking 
steps. To perform the extra one and a half steps from the dash, continue holding 
forward on the controller after initiating the dash. You character must be away 
from your opponent in order to begin tne running animation. Unlike walking or 
dashing, running has a few different built-in attack options. The first is the tackle. 
After running for about 12 steps but no more than 18, each character except Gon 
and Dr. B. will perform a tackle once they come in contact with a standing oppo¬ 
nent. After running for about 12 steps, characters with special running attacks 
such as Flying Cross (RUN then <■)+©) Chops and Slides (RUN then ®) will be able 
to perform them. After running for about 18 steps, all characters except Dr. B. will 
perform an unblockable shoulder ram attack. Tne run animation ends ot about 22 
walking steps in distance. 

(AD SIDESTEPS/SWAYS/HOPS/JUMPS/CROUCH & ROLLING 

DASHING/BACKFLIPS 

Within Tekken 3, there are also more advanced forms of movement. The first is 
the sidestep. A sidestep is performed by tapping up or down on the controller, 
then immediately releasing it >0 neutral. If done correctly, your character will shift 
to their left or right, depending on the direction you input. Sidesteps are great 
moves for avoiding opponent's oncoming attacks, ana can open up great attack 
possibilities when done at die correct time. Sidesteps can also be used to create 
confusion on the part of your opponent by randomly mixing them into your 


to perform their rising attacks. 

There are two types of modified dashing within Tekken 3, both which are charac¬ 
ter specific. The first form is the crouch dash, A crouch dash is performed by tap¬ 
ping forward on the controller, then releasing it to neutral, then quickly pressing 
down then down/forward (4,Neutral,4,4). Crouch dashes are excellent ways to 
advance toward your opponent while crouching under many high attacks and 
some mid attacks. Since crouch dashes make the character crouch down during its 
execution, your character has many different attack possibilities. The first option 
is to perform your character's crouch dash attacks. Another option is to go right 
into a rising (While Standing) attack. Also, by tapping back on the controller dur¬ 
ing the croucn dash, you can cancel it. From nere, you can also go into a rising 
attack. The characters that con perform a crouch dash are: Jin, King, Hwoarang, 
and Heihachi. Law and Dr. Baskonovitch have their own unique form of crouch 
dashing. To perform Law’s crouch dash, first get into a full crouch (Full Crouch), 
Then roll the controller to down/forward, back to down, then down/forward 
again (Full Crouch,4,4,4). Law will quickly dash towards his opponent while 
remaining in a crouch the entire time. To perform Dr. B.'s croucn dash, simply dou¬ 
ble tap the controller forward. 

Rolling dashes are much jike crouch dashes except they do not recover crouching 
unless an alternate form is used. The basic rolling dash is performed by rolling the 
controller from down to down/forward to forward (Quarter Circle Forward or 
4,4,4), The characters that have a rolling dash are: Paul, Nina, Bryan, Anna, and 
Heihachi. By holding down or down/forward after initiating the rolling dash, 
your character will recover crouching and be able to perform a rising attack. 

Backflips are also character specific moves which can be excellent for avoiding an 
opponent's attacks. Backflips are performed by rolling the controller from up to 
up/back. Characters with a backflip are: Nina, Yoshimitsu, Ling, Eddy, and Anna. 
Backflips cover more distance than a normal back dash, however you character is 
vulnerable during the entire execution animation. 

GUARDING/THROWS/REVERSALS & PARRIES 
Perhaps the most important element 

r r ... Hi*.- -■_■ ■-■n 






of Tekken 3 is guarding. By knowing how to defend against the various forms of 
attacks, you can basically neutralize an opponent's offense and create damage 
opportunities for yourself. There are two basic forms of guarding strikes in 
Tekken 3. They are: Neutral Guarding; and Active Guarding. Neutral guarding is 
the easiest form of blocking incoming hits as it requires the least effort on your 
part. To block high and mia hits with a neutral guard, simply press no directions 
on Hie controller. To block low hits with a neutral guard, simply hold down. 

Active guarding is more of the top-level choice for blocking an opponent's strikes. 
Although it requires a but more effort, usually it yields the best results. To active 
guard nigh and mid hits with an AcHve guard, hold direcHy away from your 
opponent. To block low hits with an Active guard, simultaneously hold down and 
away from your opponent. 

Besides high, mid, and low hits, there are also a few other attack ranges that you 
must be aware of. These are: special mid; unblockable; high throw; crouch throw; 
ground throw/attack; and catch throw. The first, special mid, is a mid strike which 
can be blocked as a mid or low attack. This means by blocking either high or low, 
you can successfully guard any special mid hit. Unblockable attacks are strikes 
which cannot be guarded against in the traditional manner. To guard against 
unblockable attaacs, you must avoid them, or interrupt them before they fully 
execute. High throws will only connect with an standing opponent, or one that is 
not fully in a crouch animation. To guard against high throw attempts, simply 
crouch and the throw will whiff over your Read. Crouch throws are throws which 
will only connect on fully crouching opponents, or opponents in special positions 
such as Yoshimitsu's Baa Breath pose, or Lei's Panther Stance. Ground throws and 
ground attacks are for attacking downed opponents. Ground throws will only 
connect on an opponent that is fully downed. Ground attacks are basically any 
attacks which hit opponents in a downed position. Even though an attack may hit 
mid normally, it still might hit an opponent on the ground as well. It's important 
to know which attacks your character possesses are good for striking a downed 

^ neat. Catch throws are attacks which will turn into a throw if the situation is 
w Take for example. King's Frankensteiner (11+©+®). If King is close enough 
to his opponent, ana his opponent is standing, he will grab them with his legs 
and slam them to the ground. However, if they are crouching or not close enough, 
he will still perform the initial animation, and can do damage depending on the 
range. Catch throws are best used when you are in close and have a good 
chance to connect. 

Throws are maneuvers that do a considerable amount of damage to your oppo¬ 
nent if they connect. Throws ore great ways to dish out damage quickly and are 
a great choice to use when presented with a damage opportunity. To perform a 
basic throw with any character except Dr. &., press either both left buttons (®+©) 
or both right buttons 1©+®}. Though all basic throw execution requirements are 
the same, the actual throw and the damage dealt will be different depending on 
the character you are playing. Special throws are like basic throws except they 
require different bufton/airectionai presses in order to execute. Usually special 
throws will deal more damage than basic throws. Side throws are only initiated 
when you are directly on either side of your opponent. To perform a side throw, 
perform any basic or special throw movements while facing your opponent's 
side. Back throws are performed exactly like side throws but you must be facing 
your opponent's back. Back throws are inescapable. 

Reversals and Parries are alternate forms of guarding against an opponent's 
attacks. Not every character can perform an attack reversal or parry, so it is 
important to know whether your character possesses such a maneuver. Attack 
reversals are moves that grab an opponent's outstretched limb/limbs and then 
use the momentum to damage them instead. Characters that can perform any 
form of attack reversal are: Jin, Law, Paul, King, Nina, Anna, Heinachi, Ogre, 

True Ogre, and Dr. B. Parries are moves that grab an opponent's outstretched 
limb/limbs and push them to the side, leaving you with an advantage. Every 
character except Eddy, Kuma, Gun Jack, and Gon can perform some form of 
parry. By knowing which form of reversal/parry your character possesses, and 
what types of attacks it can be utilized on, you can greatly increase your ability 
to guard/defend against an opponent's attacks, and leave yourself with some 
great retaliation/aavantage opportunities. 

(ADVANCED GAMEPLAY ELEMENTS) CHICKENS/STUNS & STAGGERS/COMBOS/ 
COUNTERS/SUPERCHARGER 

Besides the basic gameplay elements, there are certain, more advanced, game- 
play elements which any tekken 3 pro must be aware of in order to succeed. The 
first is a chicken, or attack reversal-reversal. To perform a chicken, you must be 
aware of the limb you are using to attack. If you attack with a left nmb (left 
punch, left kick, or most moves in which a left limb is being used as the lead 
attack) you must chicken with ♦t®*©. If you attack with a right limb (right 
punch, right kick, or most moves in which a right limb is being used as the lead 
attack) you must chicken with ♦+®+®. Keep in mind that you cannot chicken 
King's kick reversal under any circumstances. 

Certain character-specific moves within Tekken 3 cause different effects on your 
opponent depending on how they connect. Besides normal hit stun, which forces 
your opponent to block for a short time, or connect stun, which leaves your oppo¬ 
nent's guard down for a short time, there are a few other effects. The first is dou¬ 
ble-over stun. A double over stun forces your opponent to remain unguarded and 
dutch his/her stomach. This opens up many different attack possibilities. Most 
moves require a counterhit to inflict double-over stun. Certain double-over stuns 
can be escaped. These are: the second hit of Jin's ♦A*®,®,® or 
Paul's f ,%*+®; the first hit of Lei's Snake Stance*©; Julia's ♦+®~®; Bryan's Side 
Step*®-*® and While Standing*©; and Heihachi's *,♦+©. They are all escaped 
by immediately tapping forward on the controller as the stun animation begins. 
Two other forms or stuns are the guard-stun and turn-stun. Both types of stuns 
force your opponent's guard down for a short time and give you an advantage. 
Some moves create sucn o stun that you con actually follow-up with guaranteed 
hits. The only difference between a guard-stun and turn-stun is the fact that turn- 
stuns force an opponent sideways. 

Stagger moves cause a hit opponent to lose control of their character for a short 
time, leaving you with an attack advantage. Staggers can be broken by holding 
down on the controller. This will force a staggerecTcharacter to fall to the ground. 
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Combos are a very important part of Tekken 3 gameplay, By definition, a combo 
is any string of attacks which are unblockable after tne initial hit connects. It’s 
important to know which moves your character possesses are good combo 
starters, and which moves are good moves for making a high-damage combo 
work. By knowing the most powerful juggles your character possesses, and hav¬ 
ing the ability to perform them on call, you can greatly increase your change of 
victory. 

There are two different types of counters in Tekken 3. The first is a minor counter. 
A minor counter is any strike that hits an opponent while they are recovering 
from one of their moves. Basically you can think of a minor counter as a retalia¬ 
tion attack.lf a move hits as a minor counter, the damage will be multiplied by 
1.25. A major counter is any strike which interrupts ana opponent during the 
execution of their attack. Any reference to COUNTER HIT throughout this guide 
signifies a Motor Counter. If a move hits as a major counter, the damage will be 
multiplied by 1.5. 

The Supercharger, or Chi Charge, is a maneuver which every character possesses 
that afreets the way their attacks hit opponents. A Supercharger is performed by 
pressing all buttons simultaneously (ALL or ®*©*©*®). During the 
Supercharger, the first of your character's unguarded attacks will strike as a 
Major Counter. If your character is hit, that strike will count as a Major Counter 
also. During the Supercharger, your character will be unable to block. When 
charged, all of your guarded attacks will inflict guard damage, meaning you will 
actually deal a minute amount of damage to a guarding opponent. The 
Supercharger effect lasts about 5 seconds. 

(BASIC GROUNDED OPTIONS) RISE/SIDE ROLL/ATTACK/ROLLING ATTACKS 
After your character is knocked down, a deadly guessing game is played. 
Knowing how to get out of harm's way in the quickest possible manner can be 
the difference between victory and defeat. The most basic way off the ground is 
to simply rise. This is performed by tapping up on the controller. In some cases, 
simplystandinq up after a knockdown provides the best possible defense against 
oncoming attackers. 

Another way to avoid taking unnecessary ground damage is to use a Side Roll. If 
your character is lying face up after a knockdown, by holding down and press¬ 
ing left punch # , +®) / you can roll over to your face. If your character is lying face 
down after a knockdown, by pressing left punch (®), you can roll over to your 
back. Only Lei and Dr.B. can continuously roll from face up to face down. All 
other characters can only side roll once. 

As o wise man once said; "...the best defense is a good offense...". From any 
rounded position, face up or face down, you can utilize a basic ground attack, 
y pressing left kick (©} from a grounded position, your character will perform a 
low rising attack. After performing a low rising attack, your character will recov¬ 
er crouching, leaving you with the option to immediately follow-up with a rising 
(While Standing) attack. By pressing right kick (®) from a grounded position, 
your character will perform a mid rising attack. After performing a mid rising 
attack, your character will recover standing. 

As an alternative option to rising, side rolling, or basic attacking, you can also roll 
forward or backward then attack. Roll attacking is performed by pressing either 
forward or back on the controller, then pressing left kick {©) to perform a low ris¬ 
ing attack, or right kick (®) to perform a mid rising attack. As with basic attack¬ 
ing from a grounded position, low rising attacks recover crouching, and mid 
rising attacks recover standing. 

(ADVANCED GROUNDED OPTIONS) SPECIAL RISING ATTACKS/TECH ROLLS/ 
LIGHTNING KICKS 

As other ways to rise from a knockdown, Tekken 3 has a few additional 
advanced options that you can employ. The first is a special rolling attack. The 
most basic form is the Rolling Cross Chop. A Rolling Cross Chop can only be per¬ 
formed from face up/feet towards position or face down/feet away position. To 
perform a Rolling Cross Chop, first roll towards or away from your opponent by 
topping forwara or back on the controller. Then, during the rolling animation, 
press towards your opponent and both punch buttons. Lei, Ling, and Hwoarang 
cannot perform Rolling Cross Chops. The Double Pop kick is another form of rising 
special rising attack. To perform a Double Pop kick, press back on the controller, 
men immediately press back and both kicks. Your character will lunge forward 
and kick at your opponent's chest. King, Eddy, Paul, Yoshi, Ling, Gun Jack, and 
both Ogres cannot perform the Double Pop Kick. A Reverse Double Pop kick is 
performed identically to the normal Double Pop kick. Only King and Eddy do this 
alternate form of Pop Kick. The Back Handspring to Cross Chop is also performed 
identically to the Double Pop kick. Only Paul and Yoshimitsu do this funky rising 
attack. 

Tech rolls, also know as a quick rise (QR), are o very important aspect of the 
Tekken 3 ground game. They effectively break your character's fall, making them 
roll to the side, then stand up. To perform a Teen roll, you must press any button 
the instant you hit the ground. Pressing either punch button results in a tech roll 
towards the background, and pressing either kick button results in tech roll 
towards the foreground. Tech rails can only be performed when your character is 
about to fall on tReir back. Falling on your side, chest, head, or any other port of 
your body will strip you of the ability to tech roll. Tech rolls are great for avoiding 
an opponent's ground attack follow-ups, as you are partially invulnerable during 
the initial execution of the tech roll. Use tech rolls sparingly as some opponents 
might catch on and set you up so os to strike right as you stand. 

A lightning kick is a quick low hitting maneuver that is great for pushing an 
advancing opponent oack, leaving you with a much safer way to rise. Lightning 
kicks can only be performed when your character is on their back. To perform a 
lightning kick, hold down on the controller and press right kick (♦+®). Kuma, 

Gun Jock, Bryan, Heihachi, Ogre, True Ogre, and Dr. B. cannot perform a light¬ 
ning kick. 






4+®, ®, ®, ♦ ,4,♦+©,„.... 

4+®, *+(1, ®, *,4.*+®, *+®. 
4+®, 4+®, 4+®,©. 

(Counter Hit}, 4+®, ® 


Intermed. 
In termed, 
Intermed. 


CHARACTER TRAINING; 

In this section, we will basically give you a short summary of each character's 
strengths and weaknesses, as well as provide you with a bunch of great combos. 
Because of limited space, we will try to capture the essence of each character in 
as few words as possible. By taking what is provided here, and adding your own 
tricks, combos, and personal style, you can give your character(s) a unique touch 
and make them a very deadly adversary to anyone. 


Advanced 

Advanced 

Advanced 

Advanced 

Advanced 


♦,H,e+® (Counter Hit, 4+®, 4+®, 4+®, Full Crouch,4+©,® 

♦,a,e+® (Counter Hit, 4+®, ®, ®, ♦,♦+©,®>+®. 

i Counter Hit;, 4+®, ®,©, ®, *+®+©. 

♦,4,*+® (Counter Hit}, 4+®, ®, ♦,4,4 / Neutral+©,©,@. 


Law is arguably the best character in the game. With die attacks 
of his father, Marshal Law, and some added 
goodies of his own, players soon recognize the 
awesomepotential of Forest. His Dragon Storm | 

(4+®,©,®} and Junkyard Combo (4+©,©,®) are 
usually the centerpiece of a good offense. By cutting either version 
short at the first or second hit, you can trick your opponent into 
thinking you are done attacking, then interrupt with the Body 
Blow-Somersault {♦+©,©) and score a juggle opportunity. 

Law also has a great poking game by way of his standing 
.. and basic punch attacks, such as the One-Two 


is also a great attack as it pushed a guarding opponent back, and 
it executes very quickly. The Laser Scraper/Cannon (*,*+®,®,@ 
or ♦+©) chains are great advancing moves, by limit their full use. 
Instead use only the first hit or two, then follow up with a low 
punch to push your opponent back and interrupt most retaliation 
attacks, or a throw to nab a more defensive player. Always 
remember the Axe Kicks (4+®,®) and Rising Axe Kicks (While 
Standing*®,®}. Both are excellent retaliation moves to use 
when your opponent whiffs a move. Jin can be played success¬ 
fully either defensive or offensive, but he excels when a good 
blend is achieved. 

Combos: 


the One-Two 

Punches (®,©) and the Machine Gun Arrow Punches 
(®,®,®...). Use two or three Machine Gun Arrows and then 
chain into a right punch for added safety. Many times oppo¬ 


nents will be enticed to attack so be ready to interrupt 
with the Body Blow-Somersault. If Law's standing right 
kick connects on a counter hit, follow-up with a Junkyard 
for a 4 hit counter combo. Always remember Law has an 
awesome Punch Reversal (4+®+©) which can turn the 
tide of any battle. Use Law's Parries/Reversal instead of 
blocking when you can, and your attack opportunities will 
multiply incredibly. Overall, Law excels at either end of 
the otfensive/defensive scale. 4 

Combos: 

f-«■©,© (Counter Hit), t+©,©.. 

♦+®,0 (Counter Hit 1 , +*©,©... 

♦+®,©,® (Counter Hit), ++©,©. 

*+®,©,® (Counter Hit), ©,®...... 

©,®, While Standing*®,©..... 

♦+(■),©,® (Counter Hit}, *+©~®... 


Beginner 

Beginner 

Beginner 

Beginner 

Beginner 

Intermed, 

Intermed, 

Intermed, 

Intermed 

Intermed 


Beginner 

Beginner 

Beginner 

Beginner 

Beginner 

intermed 

Intermed 

Intermed 

intermed 

intermed 


©,® (Counter Hit), ®, 4+©,©,® 
While Standing*®, 4+©,©,®,.. 


Advanced 

Advanced 

Advanced 

Advanced 

Advanced 


®,+*©, it*® or 4*©. 

© (Counter Hit), ®,6*©, 4+® or 4*© 

1*1 (Counter Hit), ♦+©,©, ♦+©,©. 

I*l (Counter Hit), 4+®, ®, ♦+©,©,©.... 
*•© (Punch Reversal), ♦,♦, 0 +©«® 


Advanced 

Advanced 

Advanced 

Advanced 

Advanced 


V Paul is one of the Tekken 3 powerhouses. Since he can take off huge 
damage in a short time with his Deathfist (♦ ,4>+©) and Falling Leaf 
(▼ t®,©}, it's no wonder he is the main choice for many players. 
When presented with a combo opportunity, use the Hop Kick 
(*+® to knock your opponent up, then follow-up witn your 
best juggle. Also, if you decide to throw, use the Face Bash 
(4+®+©) or Push Away (♦,t+®+©) because they require a double 
button escape. Use Paul's Rolling Dash (+,4,+) to your advantage by 
sometimes foliowing-up with a Deathfist, and sometimes interrupting 
with the Falling Leaf, Use Paul's standing jab (®} to knock oppo¬ 
nents out of their attack attempts, then follow-up with either a 
throw, or the first three hits of his 10-string (@,©,©). If the punch 
hits on a counter hit, both options will combo. Generally Paul is 
better as a more defensive character, as his retaliation ability is 
awesome. If you decide to play Paul offensively, use many quick 


Lei, now older and wiser from Tekken 2, has learned a large 
number of new moves and stances for Tekken 3. 
His biggest asset is now his ability to shift 
Jp c jC stances and gain additional attacks. When present- 
ed with a juggle opportunity, use the Hop Kick to 
I start off. Follow-up with a set of Razor Rush Punches 
(+,Neutral*®,©,<■),©...) and cut short after either the 
\ j third or fourth hit and change into a stance. If you 
decide to change after the third hit, you will go into 
Panther Stance. Walk right up to your grounded opponent, If 
they attack low, you will auto parry (as long as you are 
| holding forward) and gain a free Hop Kick (4*®) oppor¬ 
tunity, and sometimes if they attack mid, tne attack will 
jj^k sail right over your head. Because of Lei's rushing abili- 

_jil ty, mix it up by cutting his rush attacks short, then 

going for a Hop Kick or throw attempt. If your oppo¬ 
nent is playing overly defensive, use the first two 
r : . \ i\ hits of the Defense BReaker (♦,Neutral*©,®) and 
3 then either Hop Kick or throw. Either way, if you 
^ read your opponent right, you can deal out 

, some mean damage with the Defense 
i * v Breaker guessing game. Generally, Lei can 
egfe. be played as either an offensive or defen- 
A sive character, but we have found that 


awesome. Jf you decide to play Paul offensively, 
punch poking attacks, and throw at every opportunity, this will 
open up Deathfist and Falling Leaf opportunities as your oppO' 
nent attempts to adjust. 


Combos: 


♦,4,*+® (Counter Hit), *+l§ 
♦|4,*+® (Counter Hit}, 4+1* 

4+®, 4+©,®.... 

4+®, f r 4>*©. 

4+®, *+©,©. 

♦,4,*+<*l (Counter Hit), 4+@ 
♦,4,e+® (Counter Hit), 4+® 


Beginner 
Beginner “ 
Beginner 
Beginner 
Beginner * 

i 

Intermed. 
intermed, ^_ 
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as a crazy rush attacking monster, a good Lei can be hard to defeat. 

Combos: 

Execution Skill Level 

ft*®, ..........Beginner 

A*®, ft*®, v.....Beginner 

*+®, (■*+©,©.........Beginner 

A+®, A*®..........Beginner 

Snake Stance © (Counter Hit), ft*©+©.....Beginner 

A+®, ♦.Neutral*®,©,®,©,®. Intermed. 

A*©, A+®, ft*®, ©. Intermed. 

A+®, ♦.Neutral*®,®,©,©. Intermed. 

A+®, *+®, 9+®, ft*®. Intermed. 

A+®, ♦.Neutral*®, ®~®,©,©.. ..Intermed. 

A+®, ♦,Neutral*®, ♦, Neutral*®, ♦,Neutral+®, ♦.Neutral*®,©.Advanced 

A+®, ♦.Neutral*®,®, ♦, Neutral*®,®.©,© 44444*4*4• •**»»*******«4MMMMMM44M* Advanced 

A+®, ♦.Neutral*®, ®, ♦.Neutral*®,©,®,®,® fllllilttl******* ft*********»i ......Advanced 

Snake Stance © (Counter Hit), A+®, ®+©,®, Back Turned ft*®.Advanced 

A+®*.0, Snake Stance ©, ®**®,©,©... ..........Advanced 




King, actually King the Second, is one of Tekken 3's best brawlers. 
Though he has a very limited arsenal, the attacks that he pos¬ 
sesses are incredibly effective and deadly in the right hands. 
Probably the most important is his Cross-Uppercut. In-dose, if 
the Cross-Uppercut connects, King has a multitude of options. 

First, he can connect with another Cross-Uppercut. Secondly, 
he can tack-on additional damage with his side kick (ft*©), which 
also works after the second Cross-Uppercut. Also, if you are quick 
enough, you can grab your opponent with the Giant Swing 
{♦,♦,♦,♦,ft,♦t®) before they can recover. If your opponent 
blocks the Cross-Uppercut, follow-up with a Low Punch-Quick 
Upper. Your opponent cannot attack in between these two 
attacks. The only options they have are to block, parry, or take 
damage. When presented with a combo opportunity, use the 
Hop Kick (ft*®) to launch your opponent up. Follow with the 
simple Cross-Uppercut to Axel Spinner :®+©-»®) combo for 
quick and easy damage. Generally King is best as an attacking 
character. Because of nis quick punch attacks and in-dose priori¬ 
ty, you can often negate your opponent's retaliation attempts 
with a quick set of punches, and gain some nasty damage 
opportunities. 

Combos: 

Execution 

ft*®, ft+©+®,©.... 

94®, ft*®........... 

14®, ®, ft*©...... 

♦,♦+© (Counter Hit), ®+©,® M**M*#**4+M4M«4MMMM*+*4M44444MMMM44 

♦,♦+© (Counter Hit), ft,A,ft+®+® „... 



Skill Level 

Beginner 

Beginner 

Beginner 

Begjnner 

Beginner 



A+®, ©,®, ®+@,®........Intermed. 

A+®, ®,©, ft*©*®,®. Intermed. 

A+®, A+®, ft+@, Full Crouch,♦+© • *** MMMMM****** Mil 4MMMMMM M M4 * 4 MMMMMM Intermed. 

♦,♦*© (Counter Hit), ©,®, ©,®, ft*©..Intermed. 

♦,♦*© (Counter Hit), <4®, ®, 14®..Intermed. 

Sidestep*© Counter Hit), 61®, ©,®, ♦,ft,ft,ft,ft,^+®.Advanced 

♦,♦+© (Counter Hit), A+®, ®, ©,®, ft*®....Advanced 

♦,♦+©( Counter Hit), 14®, 94®, ft*®, ft*©*®,©...Advanced 

A+®, ©,®, ®, ft*®..Advanced 

♦,♦,Neutral*®*©, ft*®. Advanced 

mmwiimm, 

'* Nina is back, and she is badder than ever. Having been in cold sleep 
for almost 20 years, it's a wonder that Nina retained all her tail- 
» ■—\ kicking goodness. In-dose, use her high priority poking attacks 
r such as the Low Punch-Mid Kick (ft*®,Neutral+®j and Upper- 
* Punch (ft*®,©). Also, as an advancing poke, use ner Low Kick- 
Backhand (ft*®,®) to pull you right into attack position. If the 
Backhand connects, go for a Embracing Elbow Strike (ft,ft*®) 
throw attempt. Also, if your opponent attempts to poke you out 
low, either low parry, or use your trusty Low Puncn-Mia Kick to 
out-prioritize. If your opponent likes to punch high to keep you 
from attacking, go into your Geyser Cannon (ft*®,©) for o 
counter hit toiuggle opportunity, or even the simple Divine 
Cannon (ft*©*®) to scoot under your opponent's poke attempt. 
Keep in mind that Nina has a low parry, which can result tn 

K opportunities by way of the Divine Cannon. Also, use 
tack reversal (ft*®*© or ft*©*®) at random intervals 
so your opponent doesn't catch on and chicken you out. Nina is 
f ■ best played as an all out offensive character, With her high pri- 

m « ority pokes and lightning fast speed, she can beat down any 

m character when played at her best. 

Combos: 

Execution Skill Level 

ft*©, ®,©, ♦,♦*©...................Beginner 

ft*®,© (Counter Hit), ft*®,©...Beginner 

ft*®,© (Counter Hit), ♦+<■)+©.....Beginner 

ft*©*©, ©,®.......Beginner 

ft*©*©, ft*©,©.....Beginner 


ft*©, A+®, ft*®,®, ♦,♦+©.........Intermed. 

ft*©, ft*®,®, ft*®,®, ♦,♦+©.....Intermed. 


Counter Hit 
Counter Hit 


, ft*®, ft*®,®, ♦,♦+© . IMMI444*4*44444M4MMMMM+4*4+# Intermed. 

, 9(+©, ft*®,Neutral*®, ♦,ft+®+@.Intermed. 




♦,♦*©, ♦,♦*©+©...Intermed. 

ft*©,© (Counter Hit], ft*®, ft*®,Neutral*®, ♦,♦*© IIHIIIIItillMtlM* ***4*444 Advanced 

ft*©,© (Counter Hit], ft*®, ft*®, ft*®, ♦,♦*©...........Advanced 

ft*©*®, ♦,♦, ♦+® i Neutrai+®, ft*®,Neutral *©,♦,♦+©.........Advanced 

♦,ft,ft,ft*©*©, ft*©*®, ft*®,®, ft+©/®/©/^+®+©. Advanced 

♦,ft,ft,ft+©+©, ft*©*®, ft*©,®, ft*©,®, ♦,♦+©. Advanced 


Perhaps one of the weirdest characters in the Tekken series, 

4i 

yea correctly, wirn ms awesome poking speed, ana nign prior- 
I f inside attacks, Yoshimitsu can stuff many different attacks 
v / \ an fj 9 a ' n the advantage in an instant. Use his crazy side 

~ kick (ft*®) for quick damage, and pushbacks. If your 

■ opponent is getting too dose, throw out a standing jab (®), 
. " then follow-up with a side kick, or a sidestep then side 

viJJV kick. This will keep them back and often catch them on a 

counter hit, scoring big damage. If you connect with a 
standing punch on counter hit, follow-up with the first three hits 
of one of his 10-strings (®,©,®]for a free four hit combo. Also, 
use a single Backhand Spin (ft*®,®,®...) to get close to your 
opponent, then go right into the Bad Breath. Often, players will 
,, '•/(' ■ attempt to poke you out high and eat some Bad Breath right in 

the face. After a juggle combo, run up to opponents that like to 
guick rise and activate the Bad Breath, Many times they will stand 
! right up into it and take even more damage. Overall, Yoshimitsu is 
best played as an aggressively defensive character, meaning, if 
you attack only to defend yourself, he can prove to be quite 
i- 3 ^ powerful. 

Combos: 

Execution Skill Level 

ft*©, ♦,♦+©..........Beginner 

ft*©, ft*©, ft*®....Beginner 

ft*©, 0+®,®L®,®,@.—....Beginner 

tit®, (jl, Begin ner 

ft*©, 91*® M +M M M M » M *4 *4**4 M M M M M M M M M M M M MM * • M444444444 M 4 4 M M 4 M M « M M » ■ M M * M*41 Beginner 

ft*©, ft*®,©,&+©,©.Neutral*®..Intermed. 

ft*©, *+©, ft*®, ft*©, ft*®...Intermed. 

ft*©, ♦t®,®, ft*® MMMM44MMMMMMMMMMMMMMM ********4444 *44 44444444444**4B4»******* Intermed. 

ft*®, ♦,♦, ft*®*®. Intermed. 

®-©, ft*®*®. intermed. 

ft*©, ®, ®, ®, ®, ♦,♦+©.. Advanced 

ft*©, w, ♦,♦+©.Advanced 

ft*©, ft*®, ®, ft*®,®, ♦,♦+©,© HIMnillllMMIMIMIMIttl ****** **4****4****4*****«*** Advanced 

♦*©, ft*©, ft*®, ft*®, ♦*©.....Advanced 

®*©, ft+®+®, ft*®,®,®, ♦,♦+©,©...Advanced 

One of the new additions to Tekken 3, Ling is a very good ( m 
character by any standard. With incredibly fast speea, the only 
thing Ling falls snort in is range. Use her awesome side step¬ 
ping game to your advantage by shifting into back-turned 
position (ft*©*®), then side stepping again. If you end up 
at the siae of your opponent, or even behind them, go for 
either a Power Hook kick (Back Turned ® } for a juggle |k 
opportunity, or a turn around left kick (Back Turned ©) for a V 
quick knockdown. In-dose, use her Bayonet (®,©) ana 
Bayonet Twist (®,ft+©) to keep your opponent guarding. 

Follow-up by going into Art of Pnoenix AOP (ft*®*©), or 
using a standing right kick (®). If the standing right kick 
counters, follow-up with a Storming Flower for a guaranteed , 
two hit counter combo. Many times after the Bayonet varia¬ 
tions, your opponent will attack high, leaving the AOP fol¬ 
low-up as a prime choice. If they attack high, or even mid in 
some cases, you can instantly avoid them and retaliate with 
a Hop Kick (AOP 94©) or Wave Crest (ft*®*©). Either way, 
both follow-ups can result in some huge damage opportuni¬ 
ties. Stay in dose, and use your Sunflower (While 
Standing*©) to pop an opponent up. If they block, immedi¬ 
ately turn around with a back turned low punch (Back Turned ^ . 

ft*®). On the whole, Lina excels at tricking her opponent into M 
submission. Whip around them with quick side steps and ^ 

punish their whirfed moves with quick juggle combos. 

Combos: 

Execution Skill Level 

While Standing*®, Back Turned ©. ...Beginner 

While Standing*®, ®,®,®. .Beginner 

While Standing*©, ft*©*®-©*®..........Beginner 

Back Turned ®, ft*®... ..Beginner 

Back Turned ®, ®,ft*©. Beginner 



































































While Standing*®, ©, ©, ®, ®, ©....Interfiled 

While Standing*®, ©, ©,W, ft,ft+®+© ........Intermed 

Bock Turned ft*©*®-©*®, ♦+©+®-©+®.....Intermed 

AOP ♦+(■!+©, ®,ft+©, it*®...................Intermed 

AOP ft*®*©, AOP, *+©,®..........Intermed 

While Standing*®, ft+©+®~©+®, ft*®, While Standing*©.Advanced 

While Standing*©**, While Standing*©, ©, ©,®, ft,ft+®+©**®+© ...Advanced 

AOP ♦+§+©, AOP *+®, While Standing*©, ©, ©, ©.Advanced 

AOP ft+®+©,CJ,®,Ji), *,*+®+©~®+©.Advanced 

Back Turned ®, ft*®*©,©, ®, lt+®...Advanced 


s mange or even a isunami kick (wntie . 

ing+® as) . From RFF, keep your opponent block- 9 ,j 
ith a quick set of Big Fists (©,®,®), but remember 
ou will shift back to Basic Left Foot Forward m 

it m b> i W . 4 n*n B ■ .. I * 


Hwoarang is on of the most interesting new characters in 
Tekken 3. Because of his fine-tuned Tae Kwon Do skills, he is a 
kicking machine that can pummel opponents to the ground. 
Use his stance shifting ability to get into Right Foot 
Forward (RFF). The best form of switching is either his 
Stance Change (©+®), or even a Tsunami Kick (While 
Standing* 
ing with 
that you 

Stance (LFF). To stay in RFF, but remain attacking, use a 
single right punch [©), then follow-up with a standing right 
kick-flamingo (®~ft). After the right kick comes out, you 
will be left in right flamingo IRFL) and you will leave your 
opponent with an interesting decision. If they attack, throw 
out the Super Right (RFL ®) lor a counter hit stun, then follow 
up with an Exploding Heel (t*©*®). If they don't attack, 
switch into left flamingo (LFL) with a flamingo Hop Kick {©). 
From there, you can go right into his Cannon Kicks 
(©,©,©,®), which recover back into RFL. Also, remember 
to use his Mid Punch (ft*®*©) to keep opponents back. 

That way you can have some breathing room to start up 
your attacks without fear of interruption. Also, in-dose, use 
nis shifty triple sidestep by first side-stepping to his right, 
then using tne Flamingo Feint (ft*©), then siae-stepping 
again. This can whip you around your opponent and leave 
ou with some great damage opportunities. Generally, 
woarang exceeds as a tricky offensive character. 



fi 





Combos: 

ft*® (Counter Hit), ©,©,©,©.... Beginner 

ft*© (Counter Hit), ®,©,®....Beginner 

ft*©, f+®. While Standing*®,®.....Beginner 

While Standing*©, ®,®,®,® ..Beginner 

ft,Neutral, ft, B+®, ft*©*©.....Beginner 


ft*® (Counter Hit), ©,©,©,©, ©.............Intermed. 

*,Neutral,*,ft+ Intermed. 

ft, Neutral, ft,**®, S),®, ®,®,® ■ 4 4*444444 4 4 « i ft * ft ft ft ft ft ft ft ft ft ft« ft ft# ftftft* ft ft *4 4444*4 4 4 4*444 4444 Intermed. 

ft,Neutral, *,*+©, ©+®, ©*®.. .Intermed. 

ft,Neutral, *,H+®, Cl,®, **®,® .. Intermed. 


Hie sidestep and attempt to attack, only to catch mad damage. It's best to stay out 
of his Relaxed position or at least, limit the time you spend in RLX because Eddy is 
very prone to damage when on the ground. From the Handstand Position, use 
your Roll Out-Right (©,®) to interrupt an opponent's attack attempts and leave 
you with mare guessing game opportunities. Remember, you can go right back 
mta the Handstand Position or finish the string standing. Because of Eddy's long 
legs, he is best played as an offensive character from a distance. 


Combos: 


While Standing* 
While Standin 

ft+@ 



I,©,..,.....,....Beginner 

I, ®..........Beginner 


g+e?,® 

Counter Hit), P*©*®.Beginner 

.Counter Hit), ft*©.Beginner 

®,® (Counter Hit)..Beginner 

While Standing*©, ®, ®,®......Intermed. 

ft*©*®, ®, **©*®..Intermed. 

ft*® (Counter Hit), **®,®,©*®.Intermed. 

ft*® (Counter Hit), ft*©*©, ®, ft*©*®.Intermed. 

HSP *+©+®, ®, ft*® ......Intermed. 


While Standing*©, ft*®,®,©*®, *+© *■***** * » ***** * ** **** ************************•** Advanced 

Sidestep*®*®*©, Sidestep*®*©*©, Full Crouch,©*®.Advanced 

Sidestep*®*©*©, ®,©, ft*©*®.. ................Advanced 

ft*©*©, ft*®, ft*®, ft*©....Advanced 

ft*©*®, ®,©, ft*©*®...,...,,.... .Advanced 


JP 


AT 

c 


Kuma is probably Tekken 3’s least useful character. However, 
even with his limited attacks and damage dealing options, 
Kuma can still win with the right tricks. Most importantly is the 
Cross-Elbow (®,®). It makes a perfect counter attack and is 
great to throw in after a G-Cler Jab (ft*®). Throwing out two 
G-Clef Jabs in succession can also prove effective as they 
execute quickly and have great priority. When you are 
presented witn a damage opportunity, go for either the 
Circus Roll (ft,ft ] P,ft.ft,ft*®+©) throw, or use the Bear 
Claw (ft,ft*®*©). If either connects, follow-up with an 
» Overhead Hammer (®*©) to tack on some addi¬ 
tional damage. If you ever need to inflict a bit of 
damage auick. and score a knockdown, the 
Overhead Hammer works perfect in this situation. If 
you connect with the Demon Bearfist (ft,ft*©), go for 
a quick combo or even attempt the Salmon Hunter 
(ft,ft+®*©). The Salmon Hunter follow-up can be escaped 
but it can only be done a certain way, and many oppo¬ 
nents aren't aware of such a tactic. Remember that Kuma 
can be hit on the ground with many different attacks, so 
avoid lying down for too long. Generally, Kuma can be 
played either offensive or defensive. Avoid throwing out too 
many random attacks as Kuma can and will get pum- 
meled for each mess-up. 


Combos: 



ft*®, ft,ft*®.......Advanced 

ft,Neutral,ft.ft+®, ©*®, ®©,®..Advanced 

R » ft*®-®, ft*©, ft* W llttttttttttttlllMt ...Advanced 

RCO *+®~®, ®*ft, ©, ft*©, ©.....Advanced 

R X> ^ + **4*******#44***4444|444I444M4********4******4**4*****4****444444 Advanced 

Eddy is arguably one of the most-hated characters by 
the general Tekken 3 populous. Branded a "mash- Jr , 

er" character, certain tess-skilled players find it * f*' 

easy to manipulate Hie controller in a surpris- 
ingly erratic form and gain actual maneuvers. 

However, even thouqh Eddy does cater to 
less-experienced players, he can be played with 
finesse and skill. Remember that his Ghetto Blaster ^ 4 

(ft*©) is one of the best moves in Tekken 3. It has 
incredible Priority and can stuff just about any ML, . 
other move. Use it in-dose when your oppo¬ 
nent makes their move. Also, the Grinch 
Special (ft*®) is a great move for interrupting 

an opponent's attacks from a distance. _ 

Because it stuns on a counter hit, you can Y Mb 

often deal phat damage by sidestepping to \ 

Eddy's right, then interrupting with the \ 

Grinch Special. Many opponents will see 


While Standing*®, ®+©. Beginner 

While Standing*® Beginner 

ft* wr .........Beginner 

ft*©, ft*®,®..................................................Beginner 

ft,ft*©, ....Beginner 

ft*®, ft*®, ft*®, ft,ft+®+ ^ ***•*«4* 4*4 *444***** ********* *** * * * ***** ***************** .Intermed. 

While Standing*®, ft*®, ft*®, ft,ft*®*©.Intermed. 

ft*®,®,®,®,JCounter Hit), While Standing*®.Intermed. 

ft,ft*©, Cl,®, ®+© ..Intermed. 

ft,ft*©, ft,ft+®, ft*®,®..Intermed. 

ft,ft*©, ♦,♦+©, Back Turned © ******** *14 4■*■14 4 4 ***4■■<■**•**■■••*•*** ******** * **•4•***••* Advanced 

ft,ft+®, ft,ft*©, ft*®, ft,ft*®.......................................................M........Advanced 

ft,ft*©, 4*®, ft*®, ft*®,®. ................................Advanced 

ft,ft*©, U,®, ft*®, ft,ft*©........... ....................Advanced 

ft,ft*©, ♦,♦+©, ©, ft*®*©...........................Advanced 


As the daughter of Michelle, Julia does her mother proud with her quick speed 
and awesome combo ability. Not only is Julia one of the best all-around charac¬ 
ters in the game, she can hang with even the toughest adversaries in most any 
fight. Use her Lightning Bolt (f,H+®,©) to advance. By delaying the execution of 
the second hit, you can often catch your opponent off-guard and snag them with 
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a double over stun. From the stun, you can go right into many of 
her best combos. Also, as a quick interrupt, use ner standing jab 
®) to poke an opponent out of many different attack strings. If 
I the standing jab connects on a counter hit, follow-up with ner 
Mad Axes (4,*,4 ,4,4,4+©) throw for some easy damage. 

™ Against advancing opponents, or after an opponent whiffs a 
slow-recovery move, throw out her Hop Kick {*+(§)) to start a 
high-damage combo opportunity. As a tricky mix-up, use the High 
Kick-Low Kick (®,®), then follow-up with either her Bow Leg 
| Sweep-Lunge Kick (Full Crouch,**®,® or her Skyscraper Kick 
| [While Standing 4 -®). This will force your opponent to guess 
between guarding nigh or low. As a tricky side step option, side 
Ik step towards Julia's right, then interrupt with her Spinner (®+®}. 
m Often times this will whip her right around her opponent and 
V leave you with a side or back throw opportunity. Generally, Julia 


No Combos 


The student of Bruce Irvin, Bryan is one of the most underrated 
characters in Tekken 3. One of his best moves is the Mach 
Breaker (4,4+©), which is perfect for interrupting an 


, is played best as an offensive character, however, she does 
' have a pretty decent defensive game when her low parry is 
'I* used correctly. 

Combos: 

Execution 

4+®, ®,®,®. 

4+®, 44®... 

4 +®, *,*+®,®. 

4+®, 4+®,®.... 

®*-©,®,® (Counter Hit), 4,4+®,®.,. 

*+®, <■», 4 ,*+®^ 4 ,*+®,®.. 

4+®, ®, ®, 4+®,®. 

*+©,®, 4,4,4+®,® 4*+®,®. 

*+®+®, 4,*+®,©, 4,4+®,®. 

4+®+®, 4+®+® (Big Only).. 

«+®, ®, 4 ,*+®,©, 4 , 4 +®,®. 

*+®, ®,©,®, 4,4+®,®... 

#+(•), 4+©, Full Crouch,**®,©, 4,4+®,® 

(»),©,® (Counter Hit), 4,4. ®. * .*+(■!.©. i 


Skill Level 

Beginner 

Beginner 

Beginner 

Beginner 

Beginner 

Intermed. 


Intermed 


Intermed 

Intermed 

Intermed 


a slight advantage in certain poking matches. Bryan is generall 
effective as either an offensive or defensive character, witl 
power stemming from either form. 

Combos: 

Execution 

4+©/i> (Counter Hit), 4,4+©... 

4+©,®JCounter Hit), 4+©,liL®..... 

4,*,4+© (Counter Hit), 4,4+©.. 

4,*,4+© (Counter Hit), ®+©... 

While Standing*®, 4+©,®,®. 

*+®, ®, 4,4+© ... 

*+®, ®, ®-®,®,® .... . 

While Standing +®, ®~®, 4,4+©. 

4+©,® (Counter Hit), ®+®+®, 4,*,4+©, ®, 4,4+©.. 

*+©, While Standing*®*©, ®, 4,4+©... 

*+®, ©, ©, ®, 4.4+©.. 

*+®, ®, 4,*,4+®, ®, 4,4+©........... 

*+©,® (Counter Hit), 4,4, 4+®,©,®, 4,4+©. 

While Standing*©,4+©, ®.®, 4,4+© .... 

4,*,4+© (Counter Hit), 4,*,4+®, ®, 4,4,4+©, ®, 4,4+© 


Advanced 

Advanced 

Advanced 

Advanced 

Advanced 


Skill Level 

Beginner 

Beginner 

Beginner 

Beginner 

Beginner 

Intermed. 

Intermed. 

Intermed. 

Intermed. 

Intermed. 


® (Counter Hit), 4,4, ©, 4,*+®,©, 4,4+®,®. 

® (Counter Hit), 4,4, 4+®, Full Crouch, *+©,©, 4,4+®,® 


Making his appearance in Tekken 3, after being animated by 
his human friend Jane, Gun Jack comes to the tournament „ 
to brawl. Not only is Gun Jack one of Tekken 3’s most 
powerful characters, he is also one of its coolest look¬ 
ing. Gun Jack has a great set of mix-ups by way of 
quick punch strings. One of the best is nis dross- & 

Elbow ©,®) which is perfect for interrupting an 
opponent’s attack strings, as well as retaliating 
after a whiffed slow recovery move. Also, for a *0 

quick push away, use the initial two hits of his 
1 0-string starter (4+©,®). Since he recovers ” 

crouching, Gun Jack is in prime position to 
follow-up with a Violent Uppercut (While i9r 

Standing*®! or even the Takedown (Full j Br 

Crouch,®*©). As a very confusing lure, ■ 

use a Machine Gun Punch or two < ~7 +■ 

(4+®,®...) to knock an opponent back. T^^B 

Although it doesn't appear so. Gun Jack i 
recovers crouching from this maneuver ' 

and it often entices people to walk right 
into the Violent Uppercut. When a dam- | ij 

age opportunity presents itself, quickly 
strike with the Double Claw (4,4+®+©), "» 

then follow-up with the Debugger 1 

(4,4,4,*+®) for a guaranteed two hit , / 

combo. By mixing up Gun Jack's punch 

strings, and keeping your opponent guess* ^ / 

ing, you can really stand up against most 

opponents. Gun Jack is primarily effective / V 

as an offensive character but, keep in idLf 

mind, his quick strikes and power hits jflBg 

work great for retaliation. ^B^ 

Combos: 

Execution 

*+©, ®+© . 

*+©, ©, 4+®+©....... 

While Standing*®, ®+©..... 

While Standing*®, ©....... 

4+®+©, 4,4,4,*+®... 

4+®+©, 4+©, While Standing*®..... 

4+®+©, 4+©, Full Crouch,®,©. 

*+®,©,®,© (Counter Hit), ®+©... 

While Standing*®, ©, ©, 4+® 

While Standing*®, 4+©+®. 

4,4,4,4,4 n+®. Sidestep, ©, 4+©+®... 

4,*,4 C 1 +®, Sidestep, ©, 4+©+®... 

*,*+©+©, 4,*+©... 

*,*+©+©, 4 +©+®......... 

*,*+©+®, 4,4,4,*+®... 


Advanced 

Advanced 

Advanced 

Advanced 

Advanced 


Mr. Mishima, the initiator of the King of the Iron 
Fist Tournament, is back. Not only has Heihochi 
gained some incredibly powerful attacks, he also 
has some new combo options that can obliterate 
energy bars. One of his most important weapons is 
the Wind Godfist (4,Neutral,4,*+©), Because of 
its awesome speed and juggle potential, it's 
perfect for using after your opponent 
t misses a slow-recovery move. It can 
also be used to interrupt many attack 
B strings as it can crouch right under an 
ft opponent's rush. Use die first two 
hits of the Demon Massacre 
( (4+®,4+©,®) as a deadly push 

mftfev ' < m back/set up maneuver. 

because the second hit 
mfTpP*' ((\J * causes guard stun, you 

4 t-T‘?r can keep your opponent 

blocking and often gain throw oppor- 
hjnities. Also, if they try to 
attack after the Demon 
Massacre push back, 
throwing out the Twin Pistons 

often interrupt any 


Skill Level 

Beginner 

Beginner 

Beginner 

Beginner 

Beginner 

Intermed. 

Intermed. 

Intermed. 

Intermed. 

Intermed. 


Ml),®) can < 
retaliation attempt and score 
with a free combo oppor¬ 
tunity. Against the bet¬ 
ter players, avoid 
using too many 
crouch dashing 
attacks as Heihacht's right 
side will be very vulnera¬ 
ble to sidesteps. If your 
opponent likes to side 
step in attempt to gain a 
free side throw, side 
step with them and 
blast them with the Chi 
Palm (®+©) for some 


Advanced 
Advanced 
Advanced 
Advanced j 
Advanced 
















































*+®, ♦+®, Full Crouch,®,®,Neutrals®... 

♦,♦+©, ♦"+(■>, Full Crouch,©,©,Neutral*©... 

Full Crouch,*+©, 1 ♦;♦t®*©.... 

♦+®+®, tf*®*© (True Ogre Only). 

*+®, ®, ®, ®,®,© ***************** 44444444* 4’l4444aaaa**a«**44«4**4*4*444l 

While Standings® (Clean Hit), *+®, *+®, ®,®,©.. 

While Standings© (Clean Hit), *,*+®+®, ♦,♦,♦+©. 

♦+®+©, Sidestep, *+®+©, ♦v**®*© (True Ogre Only) 


quick punishment. Heihachi can be played effectively as an offensive or defensive 
character, but his true power stems from his awesome ability to turtle up and 
punish incoming attackers. 

Combos: 


Intermed 

Intermed 

intermed 

intermed 

intermed 


Advanced 

Advanced 

Advanced 

Advanced 

Advanced 


* + §'X' .*.*..Beginner 

*+®,©, *+®,©..............Beginner 

♦, Neutral,*,*+©, ♦vNeutra !,♦,*+©. ********* 4444444444*4*4 .Beginner 

♦,Neutral, ♦,*+© f 11 if 44«44«444*4**4*4*>»>>>4>44> 4*4 Beginner 

♦, Neutral,♦,*+©, ®+® tiiiffffiiiKtiiiiiiitiiiiiiiiiitilliit4*44 «itftttitifttiitit444ti4iii *4 Beginner 

♦,♦+© (Counter Hit), ♦,*,♦+©.....Intermed. 

♦,Neutral, ♦,*+©, *+®, *+®,©..Intermed. 

♦,Neutral,♦,*+©, ®, ♦, Neutral,♦ £ *+®,®,®.Intermed. 

♦,Neutral,♦,*+©, ®, t+®,♦*©,©,....«<...Intermed, 

4,4+©, 4,Neutral,♦,*+©, 4+®,♦+©,(■).....Intermed. 

4,Neutral, ♦,*+©, ♦/Neutral, ♦,*+©, 4,Neutral,4,<l+© 4*4 444444444 4 4 4•M •* 4•••• Advanced 

4,Neutral,4,*+®,®,Neutral+®, 4,11,4+©. 444444 4•4444*444444444444444V44I4444444 Advanced 

♦,Neutral, ♦,*+©, ®, ®, ®, ®, ♦,Neutral,♦,*+©.Advanced 

+,++© (Counter Hit), ♦/Neutral, ♦,*+©, ®, ®, ®,©,©~®+©.Advanced 

♦,♦+©, ♦,Neutral,♦,*+© (Flips Over), ♦,Neutral,♦,*+®,®,®,Neutral+® Advanced 


Nina's sister. Anna Williams, did appear in the y 
arcade version of Tekken 3, but she was just a !// 

palette swap. Now, Anna is a totally different A v 
character with her own set of moves. Playing ^ 
much-like Nina, Anna has a very formidable , 
poking game and can keep an opponent on i 
the ropes. Use the Low Kick-Backhand j .4 

(♦+®,®) to get dose, then follow-up with a 
basic low punch (♦ 4 ®). From the crouch, bust 
out with the Windmill Overhead (Full 
Crouch,♦+©), If your opponent attempts to attack 
high/mid, Anna will auto parry the strike, leaving you 
with a throw opportunity. Usener basic job (®) to 
knock an opponent out of their attack strings, and 
quickly follow-up with an Embracing Elbow Strike 


The God of Fight is here, and he ain't 
takin' no prisoners. Both Ogre and 
True Ogre are powerful characters 
that can destroy energy bars with sin 
gle hits. Their most powerful weapon 
is the standing right kick (®) which is 


(*,*+®) throw. Also, when at a distance, advance 
with her Snake Rush (ft*©,®,®...) variations. 
Because certain hits create guard stun, you can 
often cut them short and gam the advantage by / 
catching your opponent off-guard. When out of 
basic attack range, go into a crouch and bust out / 
with the Lunging Arm Sweep (Full Crouch,**©}. A ■ 
if you successfully take your opponent down, / ' 
follow-up with the Low Kick-Backhand to lift \ 
them up. This can lead into some pretty decent 
juggle combos when performed right. By 
remaining unpredictable and switching up high/low 
hit ranges from her crouching position, Anna can 
prove quite an opponent for any character. 

Combos: 


the standing right kick (®) which is -f 
basically a one button power hit. The 
standing right kick is best used after 
your opponent whiffs a slow-recovery 
maneuver. If timed correctly, you can also 
interrupt an opponent's attack strings and 
score with some huge damage. As a quick 
poking attack, use fne first two hits of their 
Devil fists (®,®,©), 

If the first 
two con- 

nect, then ’ f? 
continue to the 
third. If the 


Beginner 

Beginner 

Beginner 

Beginner 

Beginner 

Intermed 

Intermed 

Intermed 

Intermed 

Intermed 


*+©, ♦,♦4®+©.. 

*+©, ©,*4®+®. 

i4®, ++®,Neutral*®. 

C4®, ©,®.. 

*+©, ♦+®,Neutral+®, ♦/♦+®+©. 

*+©, ♦+®,®, *+©,®,®. . 

*+©, ♦+®,®, ♦+®,®. .. 

Q+®, *+®, Q+®.. 

0+®, ♦+®,®, *+®,Neutral*®.. 

*+©, *+®, *+®, ®/;>+®+©. 

«*©, *+®, *+®, ♦t®,Neutral*® 

3+®, *+©,®, *+©,®,®., 

3+®, *+©,®,®,©,@.. 

0 +®, *+©,®,®,©,®.. 


ond hit is 
guarded, sim 


ply refrain 
from per- 

forming the A 

thjrd hit. If you are presented . *&'*:■■)<■< >. . 

with a guaranteed damage ( . 

opportunity, go for the Hop 0 ( * 

Kick (*+®), then follow-up fl ff ' r " Aik 

with a quick high-damage 

combo. In-dose, use a basic left upper (*+®) to interrupt 
attacks. If the upper connects on a counter hit, immediate- 1 } 

ly go for the Waning Moon (*,*+®+®) throw and follow- if 

up with a running kick. Since the Waning Moon is ' / 

inescapable, it makes for a perfect throw. Between Ogre ■ 

and True Ogre there are a few differences. True Ogre is much bigger than Ogre, 
and can be nit on the ground by many additional attacks. Also, Ogre has a much 
better sidestepping game than True Ogre. When playing as True Ogre, remember 
that your sidestep is limited, but you do have few additional attacks. As True 
Ogre, use the Evil Wheel (♦+©+®) up close. If your opponent blocks, go right into 
the Waning Moon, Either Ogre can be played as an offensive character, but with 
patience and practice, a defensive Ogre/True Ogre player can be very difficult to 
beat. 

Combos: 

*+®, *+®...»..... 

*+®, ®,®,© ...... 

While Standing*© (Counter Hit 
While Standing*© (Clean Hit), ( 


Advanced 

Advanced 

Advanced 

Advanced 

Advanced 


As a new character for the PSX version of 
Tekken 3, Gon makes his cute appearance 
for the first time. Supposedly he is a very 
popular Japanese comic book character 
which Namco decided to include for the 
home conversion, Gon's quickest 
combo starter is the Fire Gonfist (++® 
or 9+®). Use it after your opponent 
whiffs a slow recovery move, or 
actually missed a high attack. w 
Because of Gon's short size, 
he can only be hit mid and ^ f > 
jow. His Dino Charge >©*®) 
is a great move for ducking 
under certain mid attacks and 
busting a stun out on an unsus* 


Beginner 

Beginner 

Beginner 

Beginner 

Beginner 

















































_ opponent. Generally it's wise to play Gon as a defensive character 
lecause he can often have a hard time connecting with attacks and throws 
because of his short size. 

Combos: 

Execution Skill Level 

*+©, «+®. Beginner 

♦+®, *+®+©.. Beginner 

*+®, ®,®... Beginner 

*+®, *+©,... Beginner 

©+®, I®.. Beginner 

§ +®, ♦,4+®+®...,. Intermed 

+®, ®, *+®+©,®+©,®+©. Intermed 

4+®, ®, H+®. ....Intermed 

*+®, Back Turned ©. Intermed 

*+®, Back Turned ® Intermed 


♦+®, ®, *,Neutral,*,*+®+© Advanced 

•+®, *+®, ®, e+®+® e+®+@,®+©,®+©.............Advanced 

Neutral,♦,H+®+©, ®, *+®+©,®+©,®+©.. ............Advanced 

+,Neutral,+,*+®4-©, ®, P+®.. Advanced 
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Combos: 

Execution Skill Level 

l+© ( Beginner 

>+0 ©, ®. Beginner 

*+©, *+©. Beginner 

Rolling Cross Chop, 0 ...Beginner 

♦,*+© (Counter Hit), ©4®. Beginner 

9+®, *+©, #+©.. Intermed 

*4®, *,*+®, *4© 4444t4M4MM»(l4444444HMtl4IMMIittlilMt44f44l44l44IMIIiMt|»444444444it ..Intermed 

* 4 ©, * 4 ®. Intermed 

*,♦ 4 ® (Counter Hit), *4® t»4444444444444444*4**4**4*******44444444444444*444**4444444444444444 Intermed 

^,^4© (Counter Hit), ^ 4 ©, ..........................I...Intermed 


H+®, 4,44® , ^Advanced 
^ 4 ©, ^,^ 4 Advanced 
Sidestep*© (Counter Hit), *+0, £,++®,®j©,©,® (Big Only).Advanced 

Sidestep*® (Counter Hit), *+©, ®,®, *+©+® 4*44***44*444444444*4*44**4**444444*44 Advanced 
5idestep*© (Counter Hit), *+©, * 4 © 444444 4 *4444*«444444444*444444444444V■44444444444444 Advanced 



Yoshimitsu's doctor. Dr. B., finally makes his fighting appearance in the Tekken 
series, and what an appearance it is. Because of his baa back, often times Dr. B. 
will fall to the floor after an attack. One of his best moves is his Fall Back 
(♦+®+®) because it's perfect for interrupting an opponent's rush attacks, and 
puttingDr, B. on the floor. On the floor, use fne Doctor Breath (On Ground, On 
Back,® or ®) to push an opponent away and stuff their ground attack attempts. 
You can also use the Roger Kicks (On Back, Feet Towards ®,©,©,©,®) as a safe 
way to get up, as you can roll back after any right kick in the string. When at a 
distance from your opponent, use the Panic Charge ©+®) to get Dr, B. charged 
and go right into his Snadow Foot sidesteps. From there, you can bust out with a 
Prison Break (Shadow Foot, ++®) to interrupt an opponent's retaliation attempts. 
Also, from a distance, bust out with the Sliding Tackle (*+©+®) to take down 
your opponent. If your opponent is standing when the Sliding Tackle connects, 
they will not be knocked down, but they will 
suffer some guard damage. Mix-up the 
lengths of his Doctor Rush (+,++®, 

®,©,©,®) to keep your opponent 
guessing. Basically, Dr. B. is a very 
unique character that can be 
played either defensively or 
offensively. By using as many 
tricks as tricky mix-ups as possi¬ 
ble, you can leave your opponent 
dazed and confused. 


BEN 
































The PS Extreme Historical Ranking Chart 

EXCAVATE is the section where we dig up the last six months of our old ratings and present them on one easy-to-read page, along 
with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a reference for 
those older games that you might have missed (or wish you had). 



Resident Evil 2 


Gex: Enter the Gecko 


Crash Bandicoot 2 


Tomb Raider 2 


Moto Racer 


One 


March 1998 


March 1998 


December 1997 


December 1997 


December 1997 


February 1998 


99% 


99% 


99% 


98% 


98% 


98% 


Tekken 3 

May 1998 

97% 

Biasto 

May 1998 

96% 

Reboot 

April 1998 

96% 

NBA Live 98 

December 1997 

96% 

NCAA Gamebreaker 98 

January 1998 

96% 

Critical Depth 

January 1998 

96% 

MDK 

December 1997 

94% 

Colony Wars 

December 1997 

94% 

Jet Moto 2 

December 1997 

94% 

FIFA 98 

February 1998 

94% 

NBA Shootout 98 

April 1998 

94% 

Einhander 

May 1998 

94% 

Need for Speed III: Hot Pursuit 

May 1998 

93% 

Bloody Roar 

March 1998 

93% 

Tombal 

May 1998 

’ 93% 

Fighting Force 

December 1997 

92% 

Armored Core 

December 1997 

92% 

Nightmare Creatures 

December 1997 

92% 

Hot Shots Golf 

April 1998 

92% 

FI Championship Edition 

December 1997 

90% 

Test Drive 4 

December 1997 

90% 

Broken Sword 

February 1998 

90% 

Alundra 

February 1998 

90% 

Command & Conquer; Red Alert 

February 1998 

[ 90% 
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Final Fantasy Tactics 

January 1998 

89% 

Breath of Fire 3 

May 1998 

89% 

NBA Fastbreak 

January 1998 

88% 

X-Men vs. Street Fighter EX Edition 

May 1998 

88% 

Dead or Alive 

April 1998 

87% 

Saga Frontier 

April 1998 

87% 

Rascal 

March 1998 

87% 

Shadow Master 

January 1998 

87% 

Cart World Series 

December 1997 

87% 


WHAT DO 

ALL TH 


Shipwreckers 

December 1997 

87% 

Red Asphalt 

December 1997 

87% 

WCW Nitro 

February 1998 

87% 

Triple Play 99 

April 1998 

86% 

Auto Destruct 

February 1998 

86% 

AGH: Midway Collection 2 

January 1998 

86% 

Rampage World Tour 

December 1997 

86% 

Nagano Winter Olympics : 98 

February 1998 

86% 

Diablo 

May 1998 

85% 

Skull Monkeys 

March 1998 

85% 

Monopoly 

February 1998 

85% 

VS. 

December 1997 

84% 

Klonoa 

March 1998 

84% 

Intelligent Qube 

January 1998 

83% 

NBA in the Zone ’98 

February 1998 

83% 

Monster Rancher 

January 1998 

82% 

Frogger 

January 1998 

82% 

Masters of Teras Kasi 

January 1998 

82% 

Cool Boarders 2 

December 1997 

82% 

Mass Destruction 

December 1997 

82% 

Newman/Flaas Racing 

March 1998 

81% 

VR Powerboat Racing 

April 1998 

81% 

Duke Nukem: Total Meltdown 

February 1998 

80% 

Point Blank 

January 1998 

80% 

BRONZE GAMES 


RATING, 

Micro Machines V3 

February 1998 

79% 

Speed Racer 

May 1998 

78% 

Tennis Arena 

December 1997 

77% 

Riven: The sequel to Myst 

March 1998 

75% 

Ray Tracers 

March 1998 

75% 

NCAA March Madness 98 

April 1998 

74% 

The Need for Speed; V-Rally 

December 1997 

74% 

Courier Crisis 

December 1997 

71% 

TIN GAMES 


RATING | 

Beast Wars 

March 1998 

69% 

X-MEN: Children of the Atom 

April 

69% 

Judge Dredd 

May 1998 

68% 

Spawn 

January 1998 

68% 

Bug Riders 

January 1998 

67% 

Caesar’s Palace 

December 1997 

64% 

Punky Skunk 

January 1998 

40% 


98 - 100 % 

The ultimate gaming 
experience. 



90 - 97 % 

“Must buy" games; each 
carries our editor's seal of 
approval. 



80 - 89 % 

Good games, but lacking 
in some area; for fans of 
I that style of game. 



70 - 79 % 

Mediocre titles that 
suffer from some serious 
flaws. Rent — don't buy. 



0 - 69 % 

Tin games are to be avoided 
at all costs. Only die-hard 
gamers would buy these. 
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Capcom’s legendary fighters in a slugfest of epic proportions. 

Perform outrageous moves - from Aerial Guards to amazing Chain Combos 
Engage yourself in Capcom’s 

signature control and lightning / $ 

quick responsiveness. Z' Cvj ; ■ 

X-Men vs. Street Fighter. ^ jjL 

The collision of two 9^ T Y 

explosive universes in /> fj n, » vjl 
one fantasy fighter. 


CCKT^MT RATED flV 


PlayStation 


BEFORE YOU LAY CLAIM TO HAVING THE BEST FIGHTING GAMES . YOU'D BETTER HAVE 
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Striving for Perfection? Dimension Publishing's 
got the answers to your questions on the games* 



al Strategy 


<sy ^u/c/( 


*310.00 Price valid for PSExtreme subscribers only. All others pay full retail price of $14.95, plus shipping & handling charges. Specify SFA f Star Gladiator, Crash Bandicoot 2, Tomb Balder, Tomb Raider 2, Soul Blade or Pandemonium. Inside the U.S., add $3.75 for shipping (add $1 



Wild Arms ©1997 Sony Computer Entertainment Inc* SoulBlade™ ©1997 Namco, Ltd All fights reserved. Tomb Raider and Tomb Raider 2 are registered trademarks of Eidos Interactive, All rights reserved. “Crash Bandicoot 11 , "Crash Bandicoot 2: 
Cortex Strikes Back" and the Crash Bandicoot logos are trademarks and copyrighted properties of Universal interactive Studios, Inc. Source code © 1996 Naughty Cog, Inc. The Sony Computer Entertainment logo Is a trademark of Sony 
Corporation. Resident Evil ©1997 Capcom, Co. Ltd. Blasto™ ©1997 Sony Computer Entertainment Inc, Crystal Dynamics, the Crystal Dynamics logo, GEX, and the GEX character are trademarks of Crystal Dynamics, ©199& Crystal Dynamics. All 
rights reserved. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment, tnc. 



To order by mil, send a check or money order made payable to: 

Dimension Publishing • P.O. Box 6570, Folsom, CA 95763-6570 

'Add S3.7S for shipping & handling on the tree Crash 2 strategy guide. Mexican and Canadian orders $44.95 for subscriptions plus $4.75 shipping 
& handling. (U.$. Funds). Foreign orders calt for pricing. Allow 8-10 weeks for delivery. CA residents add 8.25% sales tax to strategy guide orders. 
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join the ranks of the world’s fighting elite in Capcom’s Fighters Edge' - ; 

Collect Fighters Edge" proof of purchase points every time you 
buy a Fighters Edge* game to earn amazing stuff like a Fighters Edge* 
backpack, skateboard, a free issue of GamePro or other cool gear (see 
complete rules and regulations for complete list of awards, point values 
and redemption information). Plus, you’ll be signed up to receive special 
offers and a chance to win killer prizes - like your own arcade machine! 


Just complete the entry form in this ad or send a 3”x 5” card with your 
name, address, phone number and date of birth to; Fighters Edge*, 
Capcom Entertainment, 475 Oakmead Parkway, Sunnyvale, Cfi. 94086. 

For more information check out 

or call 1-408-774-0400. 


* MINS 


-y Offer valid 6/1/98 to 12/81/98. Purchases must be made between 6/1/98 and 
12/31/93. Maximum 2 awards per name and/or address To claim awards send a 
completed prize redemption form, dated cash register receipts, proof-ol purchase poinis 
and shipping and handling fees to Capcom Entertainment (see prize redemption form or vAmfightersedge.com tor complete 
details). Sweepstakes held quarterly., drawn from all registered entries. Points cannot be Pansier red or sold to another party for 
use tor any other purpose. Fighters Edge points can not be redeemed for cash Capcom Entertainment may cancel or extend this 
offer at any time. Points are subject to verification. Only original Fighters Edge prool of purchase points are valid from retail 
packages or from authorized Fighters Edge certificates. Points valid only once per title. The Fighters Edge program is operated 
by Capcom Entertainment and isopen to residents of the United States. Sony Computer Entertainment is in no way affiliated with 
this program Employees of Capcom Entertainment, its agencies, vendors and l heir immediate family members are riot eligible for 
tins otter All decisions oi Capcom Entertainment on all matters relating to this promotion are final. Capcom Entertainment. 
Gamepro Magazine and Sony Computer Entertainment, their affiliates, subsidiaries, divisions or related companies, are not 
responsible ion and have no liability whalsover, for any damages, injuries, losses, taxes or expenses that might occur as a result 
of ine Fighters Edge program Oiler is only good in United States. Ollier restrictions may apply, Void where prohibited by law 


MARVEL X-MEN. WOLVERINE, STORM and the distinctive likenesses thereof are trademarks of Marvel Characters. Inc., and are used with permission Copyright © 1998 Marvel Characters. Inc. This video game ss produced under license from Marvel Characters, Inc. 
'Fighters Edge © is a registered trademark of GamePro magazine, the world's largest multiplatform gaming publication and the official magazine sponsor of the Capcom Fighters Edge promotion. Reproduction of Fighters Edge name/logo in whole or part without 
prior written permission by GarnePro Magazine is prohibited. AH Rights Reserved. © CAPCOM CO.. LTD. 1998 © CAPCOM U.S.A.. Inc. 1998 ALL RIGHTS RESERVED. CAPCOM is a registered trademark oi CAPCOM CO., LTD. PlayStation and Ihe PlayStaiion logos 

are registered trademarks of Sony Computer Entertainment, Inc. The ratings icon is a trademark of the interactive Digital Software Association. 












pn 


Njjii; r jf Tjhiihj, Jus. Ltiurr, 
r J jf j 


LJ,J>JJ;S^:iJ-l^-J JfJ i-! Kj-J. 

Lj [J rjj HW-WSJ g I-j, 7ii7' 


nrks o< Goiy CofnjwtET EiiiDflalrtmerrt InG. Tlie ratlngi leofi ft n Tmd<MiMiPk: ef Iht Irtltrattiv* S&fiw3ft! 

31 vSfi^Tccmoift wnwrtectintijco.l-p 























■■■MB 


goal is to preserve classic video game m 

they are not lost permanently 


game magazines so that 





Please visit us a! www.retromags.com 

made from these scans, nor do we of 


















































